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Mario’s back in his biggest adventure yet 

Four years in the birthing, and now this bambino 
comes kicking and screaming into the world of 
Morphmation graphics. A Nintendo brainchild that allows 


the characters and back¬ 


grounds to ripple, rubberize and 

.> >y 

react like nothing you've ever seen 


Ocept maybe that nasty gelatin salad 


your mom puts out for company). 


But there's more 


than eye-popping 


Egg fights, screaming babies, 
vicious attacks—it's Like 


Do not adjust your 
television. These graphics 


visuals to drool over. 


There's over 


day care i rom hell. 


are supposed to be wavy- 
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60 Levels 
surprises. 
And Yoshi 
sitter who 


packed with all-new 
Huge expanding bosses. 
— a co Id — blooded/ 1 baby 
spits fire and launches 



eggs out JW his butt. He even 


morphs 



into a helicopter... 


This Little sucker doesn't 
just scroll Lett to right. 
He goes all over the place 
(and we don' t mean Number Two), 


that s just 


bought new systems. 


try that with your average lizard. And if that doesn't pacify you 


there are over 130 different types of enemies. 
So, you may wanna put on a fresh diaper. 
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Can you believe it? Ten years ago Mario made his debut (sort of) 
on the NES in the first Super Mario Bros. A decade later, he’s the 
king of the swankiest video-game empire in the world and about 
to bust out on the scene again with his new Ultra 64 game. We 
take a look at the phenomenon in this month’s edition of Press 
Start. As if that wasn't worth the price of the magazine alone, 
Swami Gabe answers readers letters in the dank, dark pit-known 
as Soundboard. Yikes! After you’ve ::: ' r; "■' ; . ■ ! 

finished witnessing the depths of 

depravity our readers can stoop to, l 

check out the groovy articles about ih 

the secret link between PCs and ^SjHj 

PSXs, learn all about the sequel to 

Jumping Flash, and enter our i 

newest contest and win snazzy J | 

prizes with Mario’s face all over 

them. Wow! Whatta way to begin! 0$ ... I - 


Need a clue like Scooby Doo needs a Scooby Snack? Banging 
your head against the wall because you just can't figure out how 

rraptmmmemima m^s ^^ - -. to S et past the Tenth Palace Of 

iboK ; Krill? Well, take a chill-pill, baby, 

: because in this months edition of 

n Tips & Tricks, you’ll find valuable 

■210: cheats for Earthworm Jim 2, Doom, 

|||i| HHl It Killer Instinct, Bases Loaded, Gary 

"ffi ', | Coleman, High Velocity, Zero Divide 

" rlrlla| NHL All-Star Hockey, and more. 

Now how cool is that? (Whatchyoo 
>c^<?n . ’ • -"1 talkin' bout, Gabe? —Ed) 


Uh, we know we've already mentioned the Soundboard section in 
the Press Start blurbs, but we couldn’t resist pumping it up 
again. Swami Gabe knows all, so you’d better watch your back. 
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The best section of the magazine just got better! Geoff has decided 
to devote the whole section to the exciting sport of golf. Well* 

■ that’s3j|p§ exactly f rue,|but ; Jtfdoes S 

iseem as thiough those are the only! 
games he’s getting lately. Along 
" With|||^^ an ; gi &■ 

update on the highly anticipated 
Konami baseball title, MLBPA 
Bottom of the 9th, and a trip to the 
Lakers game, Sportswire will have 
you begging for more. Oh, did we 
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s Nintendo gears up for the launch of the 
Ultra 64 and (hopefully) another decade at 
forefront of video games, it's a ceiebra- 
tion.Yes ladies and germs, a celebration of one 
whole decade of Brooklyn's most famous export, 
the world's most adventurous (and possibly cheap¬ 
est) plumber, and one of the greatest lovers of our 
time. Let us all take a moment to wish Mario a very 
happy birthday. 

Yes, the diminutive, but powerful plumber has 
been with us (the world) for exactly ten years. 
Unless of course you figure it all out and realize it's 
more like 15. Nintendo has, in its infinite wis¬ 
dom, decided to measure Mario’s age from 
his 8-bit NES debut in Super Mario Bros. 
Of course Mario fans know full well that 
he first appeared in Donkey Kong, five 
years beforehand. Well, to all of you we 
say: Shut up, and enjoy the celebration. 
Other stars get 
to lie about 
their age (and 
their hair—Burt 
Reynolds, Elton 
John, Michael 
Jackson). So why 
shouldn’t Mario? 

Now if I was a 
shareholder at Nintendo, 



I would have several spectacular reasons to cele¬ 
brate Mario's birthday, not least of 
which would be the gigantic 
pile of money preventing 
my fridge door from clos 
ing. Mario is the single 
most successful video- 
game character ever cre¬ 


ated and continues to earn his creators a fortune. 
And it's to his creator we must turn, for in order to 
truly understand Mario, we must first know his true 
father, Mr. Shigeru Miyamoto. 

Mr. Miyamoto has given us so much joy over the 
years that we feel it only fitting to somehow repay 
the favor, ahem, by giving him approximately 50 
bucks every time he comes up with a new idea. 
Nobody knows quite how much money Mr. 
Miyamoto earns, but it’s probably a lot. Any of 
Nintendo's rivals would pay a king's ransom to 

- F 

snatch Mr. Miyamoto away. 

- 

Rumor has it that Mr. Miyamoto is slightly 
bonkers, but in a cool, sophisticated, game-genius 
kind of a way. Rumor also has it that without Mr. 
Miyamoto, Nintendo would almost certainly be a 
smaller, weaker entity. As a matter of fact, every 
single Nintendo hardware launch, up to and includ¬ 
ing Ultra 64 has included a Mario game.The list 
goes something like this: 

Now, all of these systems (apart from the Virtual 


1. NES 

Super Mario Bros. 

2. Super Nintendo 

Super Mario World 

3. Game Boy 

Super Mario Land 

4.Virtua! Boy 

Mario Tennis 

5. Ultra 64 

Super Mario 64 

6. Hyper 128 

Hyper Mario Star (probably) 


Boy and the one we made up and possibly the Ultra 
64) have been huge smash hits all over the world. 
Why? One word: Mario. Others may disagree.You'll 
hear cries of u Pilotwings”/‘Mega Mon” or “Super 
Bazooka Bang-Bang Cfieesebomber”. All nonsense. 
The driving force behind all these systems was a 
platform hero from Brooklyn. 

Sega loved Mario so much that it tried to emu- 






late his success with its own platform hero, Sonic. 
Now Sonic the Hedgehog has a lot of original and 
enjoyable features, but only the most die-hard Sega 
fan would deny that he was influenced by Mario. 
True, there was never a 
mustache, or even over- j 
alls, but he ran, he 
jumped, he did all kinds 
of crazy stuff. 

Rip-off? Perhaps, but 
the point is that Sonic 
was a testament to the 
beauty of the Super 
Mario Bros game style. 

Mr. Miyamoto created 
not just a game, but a 
work of art.To this day, 
there hasn’t been a 
character on any sys¬ 
tem who has evolved to 
the same degree of 
sophistication. 

But Mario wasn’t 
always so sophisticated. 

As a matter of fact, he 
wasn't always Mario. 

His first appearance, in 
the Donkey Kong coin¬ 
op was all the way back 
in 1981, before some of 

you guys were even - 

born. Back then, he was Mario has become the sii 
called jumpman, and video-gaming. In Arm 

his arch enemy was Nintendo’s Italian plurr 

Donkey Kong. Since eared mouse. Mario has ; 

then, Kong and Mario sequels than any other < 

have taken separate unstoppable Pac 



Mario has become the single most recognizable face in r 
video-gaming. In America, more kids recognize 
Nintendo’s Italian plumber, than Walt Disney’s big- 
eared mouse. Mario has appeared in more video game 
sequels than any other character, including the once 
unstoppable Pac Man. Scary stuff, huh? 


paths, but who knows, they may eventually meet 
again. Donkey Kong Jnr., was Mario’s next appear¬ 
ance, though this time he was pretty much asleep, 
guarding Donkey Kong Jnr.’s famous dad. Next up, he 

and his brother Luigi, 
were given starring 
roles in Mario Bros., a 
simple, but enormously 
addictive platform 
game. If you want to 
play the original Mario 
Bros, game, you’ll find 
it hidden in the Super 
Mario All Stars cart. 

Super Mario Bros', 
marked an evolution 
for both Mario and the 
platform genre as a 
whole. Mario as a 
whole. Gone were the 
simple, one screen lev¬ 
els, replaced instead by 
complex, beautiful, 
scrolling worlds. Not 
I only did this increase 
the play area, but it 
allowed the developers 
to make Mario a more 
three-dimensional 
character. He could 

. . walk, run, jump and 

: most recognizable face in r swim, 
a, more kids recognize Mario’s gameplay 

r, than Walt Disney’s big- appeal evolved to its 
eared in more video game highest level in 1991 
racter, including the once with the launch of 
n. Scary stuff, huh? Super Mario World for 
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the Super NES, giving Mario 99 levels (exits) to try 
out and abilities unlike any other video-game char¬ 
acter. It was the depth and originality of the 
gameplay, combined with an almost 
obsessively anal attention to level 
design, that ensured the game’s 
success. 

Mario has also been 
responsible for a number of 
features many people take 
for granted in their video 
games. Secret levels? 

Hidden power-ups? 

Although not the sole 
domain of the Mario series 
of games, even back then, 

Shigeru Miyamoto went a 
long way towards making hid¬ 
den goodies a standard and enjoy¬ 
able feature in video games. How 
interesting would Mortal Kombat be with¬ 
out the secret moves or characters? The answer is, 
of course, about as enjoyable as having your feet 
eaten by a shark. 


colors and virtually no definition, it was going to be 
tough to make Mario actually look like a person. 
Although the original intention was to have 
Jumpman” (as he was called at the 
time) smiling, the lack of resolution 
made his mouth look like a mus¬ 
tache. They liked the effect 
and kept it.The overalls are 
similarly the result of trying 
to distinguish his arms 
from the rest of his body. 
And the cap? Well, they 
didn’t like the first 
attempts to give him hair, 
so he wears a cap. 

And so, in 1980, the devel¬ 
opers (Mr. Miyamoto includ¬ 
ed) of Donkey Kong inadver¬ 
tently put the finishing touches to 
a Bob Hoskins lookalike.AII very 
bizarre. 

I was once lucky enough to interview Mr. 
Miyamoto several years ago at Nintendo’s Japanese 
headquarters, and he said something so weird that 







Mario’s life hasn’t always been so dreamy though, 
there have been a couple of very low points. 

Perhaps the lowest was the Super Mario Bros, movie 
in !993.This rather dismal big screen effort starred 
the suitably chubby Bob Hoskins, but other than 
that, didn’t really have too much going 
for it. A dreadful plot, stupid special 
effects and none of the atmos 
phere or charm so fondly 
remembered from the series 
of games* 

Mario also showed up in 
a couple of cartoon shows, 
most notably CBS’ 

Saturday Supercade in 1983 
and much later, his very 
own show, the Super Mario 
Super Show, which was as 
mad as a small village in 
Canada. 

Mario’s appearance and gener¬ 
al demeanor have been the subject 
of many exaggerations and misappre 
hensions. VjdeoGames Magazine will now put 
the record straight once and for all. Mario looks the 
way he does largely thanks to the technical limita¬ 
tions of the original Donkey Kong coin-op. 

Mr Miyamoto realized very quickly that with four 


it made me feel all nervous and shifty. He said, and I 
swear this is true, “When I was a small boy, I often 
used to wonder if invisible things were hidden, just 
out of reach above our heads, such as valuable trea¬ 
sure.’ Now, when I was just a small boy, I occasion¬ 
ally used to wonder if monsters lived in 
my closet, or if Santa Claus was real. 
But at no point in my formative 
years did I ever believe that the 
sky was packed full of poten¬ 
tially dangerous, invisible 
blocks. 

So where does he go 
from here? Years of plat¬ 
form games have left the 
genre a little stretched. 
The latest incarnation, 
Yoshi’s Island, is an absolutely 
incredible piece of work, but 
it nevertheless leaves the play¬ 
er with an uncanny sense of deja 
vu. Mario 64, on the other hand, 
could well mark the true resurrection 
of the character. Even from our brief spell 
playing the game at Shoshinkai, we came away feel¬ 
ing that the Ultra 64 Mario could turn out to be the 
best gamepiay experience of all time. 

Mario lives! 











A Brief History of Ma 


To date, there have been 19 Mario 
looks a little like this: 

1. Donkey Kong 

2. Donkey Kong Jnr. 

3. Mario Bros. 

4. Super Mario Bros. 

5. Super Mario Bros. 2 

6. Super Mario Land 

7. Super Mario Bros, 3 

8. Dr. Mario 

9. Super Mario World 

10. Super Mario Land 2 

11. Super Mario Kart 

12. Mario Paint 

13. Super Mario AH Stars 

14. Mario And Wario 

15. Yosh/’s Safari 

16. Mario’s Picross 

17. Mario’s Tennis 

18. Yosh/’s Island 
I 9. Mario Clash 


games! The 

1981 

1982 

1983 
1985 

1988 

1989 

1990 

1990 

1991 

1992 
1992 

1992 

1993 
1993 
1993 
1995 
1995 
1995 
1995 


Mario Factoid: 

Mario was named after Mr. Mario 
Segali, the owner of Nintendo’s first 
American warehouse. 


Mario’s Many Loves.. 

Hmm. Mario appears to have 
been a little badly behaved 
over the years, especially 
when it comes to the rather 
delicate subject of ladies. 
Yes, our Latin Lover has had 
more than his fair share of 
fair maidens. 

To date, Mario has “helped" 
at least four different ladies, all 
of whom look and act in pretty 
much the same manner. Pauline was the first, 
trapped by a monkey (now known as Donkey 
Kong) at the top of a construction site,Then 
came Princess Toadstool, Mario’s paramour in 
the phenomenally successful Super Mario Bros. 

The tricky thing with Ms.Toadstool was that 
each time you thought you’d rescued her, it 
turned out that the “real" princess was in 
another castle. Doh! 

After that, things were even more com¬ 
plicated. Difficult times with Princess Daisy, a 
completely dysfunctional relationship with 
Pri ncess Mushroom...things were very bad for 
Mario. Rumors that Mario was seen with 
Princess Diana have been strongly denied. 


Mario Factoid: 

Super Mario Bros. 2, was never released 
as a Mario game in Japan. It started 
life with the name “Doki Doki Panic” 
and was altered to cash in quickly on 
the Mario phenomenon in the US. The 
actual Super Mario Bros. 2 can be found 
on the All Stars cart. 







































he games industry is a young and 
irresponsible creature. After nearly 
six years as a magazine editor and 
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MAKE LIGHTNING 
STRIKE! 


ALLEY-OOPS! 


VIRGINIA 


STORM THE DEFENSI 
WITH THE A 
WHIRLWIND! M 


IT'S 

TOURNEY 

TIME! 




1 _ WLLEGE SLAM ROSTER 

— _ 44 top colfege po werhouses! 

- 3 modes of competiti ve play? 

—— Auflrerctic colfege fi ght songs!* 

-— Customi ze payers! Save team and player statsi 

jjwpjgnimeri n g an^nTi^des wltirtwin d dunks and 

— B’fetering backboard smashes, net ZIZ 


'PlayStation 1 ''„Saturn™ and DOS CD-Rom versions only. 

The Officially Licensed Collegiate Product logo is a trademark of the Collegiate Licensing Company. School names, logos, and mascots are the property of their 
respective universities. The Collegiate Licensed Product Label is the property of the Independent Labeling Group. Nintendo, Super Nintendo Entertainment 
System, Game Boy and the official seals are registered trademarks of Nintendo of America, Inc. ©1991 Nintendo of America,, Inc, Sega. Genesis and Saturn are 
trademarks of Sega Enterprises, Ltd. All rights reserved. PlayStation is a trademark of Sony Computer Entertainment Inc. Acclaim is a division of Acclaim 
Entertainment, Inc. ® & © 1996 Acclaim Entertainment, Inc. All rights reserved. Contact the ESRR at l-SQQ-771-3772 for more information on game ratings. 
Screen shots shown are from the PlayStation and Super Nes versions of the video game. Full motion video is not available on Super Nes, Genesis or Game Boy. 
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As each issue passes, Soundboard 
becomes bigger, your letters become 
weirder, and Swami Gabe’s legion of fans 
grows and swells like a malignant cancer. 
Ha ha ha! Before the century’s out, we 
shall be millions strong, and no one will 
be able to stop us...oh, excuse me there. 
Swami Gabe’s getting over a vicious bout 
with the flu and is still having flashback 
hallucinations. I’d like you all to know that 
I have no designs on world conquest, I 
only want to listen to Rocket From the 
Crypt’s latest album, Scream , Dracula, 
Scream for days on end and receive your 
letters at the following address: 












Soundboard do 
VideoGames Magazine 
8484 Wilshire Blvd. Suite 900 
Beverly Hills, 90211 

I DITCHED LATIN CLASS 

Dear VidEoGames, 
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This is an idea for the MK4 logo. I’m not 
saying to make it the MK4 logo, I’m just 
giving you an idea. 



—Anonymous 
Kenton,TN 

Thanks for your proposed logo for the 
next Mortal Kombat , Mr. Anonymous. 
Unfortunately, though, you made a couple 
of mistakes which l hope we can help you 
correct. First of all, you sent it to the 
wrong people.The folks at Midway should 
be the ones seeing this little bit of specu¬ 
lation.We have no impact on the content 
(or logos) of the Mortal Kombat games. 
Secondly, the Roman numeral you have 
for four is wrong, wrong, wrong.The 
whole point of Roman numerals is to use 
the least amount of available digits, so, 
using this scheme, the proper way to 
write four would be “IV”, or the numeral 
representing five preceded by the numer¬ 
al representing one, which, for all intents 
and purposes, means four. Go back to 
school, “G”. 


WE’VE GOT BAD TASTE 


Dear V/deoGames, 

i just received a Sony PlayStation for my 
birthday the other day, along with some 
games, and I have to admit, I’m impressed 
with the system. 

Then I decided to go through some 
back issues of your magazine to see if 
there were any reviews of PlayStation 
games in any of them and I found the 
review of Kiieak:The DNA Imperative in the 
October issue. 

Chris Bieniek, Gabe Soria, Geoff 
Higgins, you're all entitled to your opin¬ 
ions, but, from your views of the game,! 
can pretty much guess what sort of 
movies you don’t like .You three miss the 
whole point of Kileak by wanting it to be 
a high-energy shoot-’em-up! 

Kileak is meant to be spooky, not 
overly violent. I’ve rented the game, so 
I’ve played it a number of times myself. 
The plot has your character wandering 


through an abandoned base, not knowing 
what to expect, and wondering what 
could be around the next corner, when 
suddenly something confronts your char¬ 
acter, bent on destroying you! 

So what does this have to with 
movies? We!!, from your opinions, I can 
tell that you’re into splatter/gore-type 
movies. Unlike you, but like me, Betty 
Hallock goes more for horror movies, 
where the point is to try and scare the 
viewer, instead of disgust him or her. 

Oh, a hearty “Hi!” to the good-taste- 
having Betty and to oh-so-cool Zach from 
this 24-year-oid gamer. 

—Wayne Gardner 
Kenner, LA 

Thanks for the letter Wayne, but no thanks for 
the smug suggestion that Chris, Geoff and I 
have no taste. We7i have you know that we 
enjoy a wide selection of movies including, but 
definitely not exclusively, horror films and gore 
films. In fact Swami Gabe’s favorite film is 
Richard Linklater’s 1991 opus Slacker, Chris’ 
is Willy Wonka and the Chocolate Factory, 
and Geoff’s is Star Wars. And Betty says she 
loves Peter jackson s gore-fest Dead Alive. 
Very perceptive,Wayne. By the way, if you’re so 
interested in Kileak, you should know that its 
creators are busy creating a sequel as we 
speak. Whoopee. 



MK3 RUMORS AND INNUENDOS 


Dear VideoGames, 

I’m writing to ask you a question about 
MK3 for Genesis, i’ve heard that Sonya 
has a finishing move called a “Nudality”. Is 
this true? My friend says that he knows 
how to do it, but won’t tell me. I’ve also 
seen an Internet address where this 
information is available, but after seeing it 
once and forgetting to write it down, 1 
can’t find it again. Do you know this move 
or the Internet address where I can get it 
from? 

—Bryan and Casey 
Mesa, Arizona 

Get your minds out of the gutter, you little 
perverts. We’ve talked to messrs. Boon and 
Tobias about this same subject on a previous 
occasion and they swore up and down that 
there was no such thing as a '’Nudality”.Your 

































friend’s a liar, he’s fronting on you, he’s giving 
you the gas face, and your only option is to 
goad him into showing the nudality. Pester 
him so much that he’ll break down and start 
crying, 'There is no such thing! I was fibbing! 
I’m a miserable liar! Leave me a/one to rot in 
my horrible lying stenchf’That should do it 


AN OFFER WE COULDN'T 
REFUSE 

Dear VideoGames, 

1 gotta have a copy of NBA jam: 

Tournament Edition for Sega Genesis. I will 
do anything to get it since my mom or 
dad refuse me every time I ask for a new 
game because they think Sega fries my 
brain. So 1 gotta beg you guys. I’ll do any¬ 
thing to get that game! I’ll roll in piles of 
cow manure, I’ll eat fried worms and I’ll 
even send you pictures of it. So how 
about it? 

P.S.You guys kick ass! 

—Alex Pearce 
Bernalillo, NY 

A/ex, if you can fly out to California and wash 
Swam/ Gate’s beautiful (but dusty) 1974 




Plymouth Brougham, then you’ve got yourself 


a deal. 



CRYPTIC LETTER OF THE 
MONTH 

The following letter arrived without a return 
address or name, but as far we can figure, it 
came from somewhere in North Dakota. 
Oooh, spooky.... 

See I cut out Sonic and Stuff happened. 
Then Tails came along.Then 1 cut out 
Sonic. 

That’s all and that’s It, Weird, huh? 


TECMO BOWL REVISITED 

Dear V/deoGames, 

I was reading the Soundboard in my 
newest VG issue when I came across a 
letter from Organ Man from Garner, NC, 
wanting to know the sound and music 
code for Tecmo Super Bowl. Well, a friend 
and I figured it out. If you’re reading this. 
Organ Man, it’s like this: Half-circle back 
(right, down, left) and then press B. 

—Jason and Scott 
Kent.WA 

Shucks! Who would've thought that the read¬ 
ership of VG was so helpful, so kind, so 
scout-like? I’ve underestimated you guys for 
the last time.You’re all champs in my book. I 
think I’m gonna cry now. 


KING SNITCH CONFESSES HIS 
CRIMES 

Dear VideoGames, 

I finally sent off for my game books. How 
come it takes so long to get the maga¬ 
zines? My friend Chad Spergin brought a 
book to school and I accidentally ripped 
it and he told on me. So me and my 
friends spied on him and we saw some 
bad pictures. So I snitched on him. He had 
to go to the office. 


—Justin Mace 
Tulsa, OK 

And you’re proud of yourseif? Swam/ Gate 
appreciates it when his readers tel! the truth 
and try to be fair and honest to each other, 
but when they start snitching things start to 
get rotten. You’d better hope that Chad and 
his gang of toughs don't corner you after 
school someday, Justin. Save the snitching for 
occasions when it can actually help instead 
of hurt and you’ll be considered a true hero 
instead of a little tattle-tale. 

SATURN RISING 

To the Editors of V/deoGames, 

Y’know, there are few things in life more 
satisfying than a hearty “1 told you so” 
and I am so glad that I get to enjoy this 


one. Back on May 12th, I eagerly snapped 
up one of the first Sega Saturns. 1 already 
owned a Genesis, Sega CD and 32X, so 
the Saturn was a definite must-buy. Silly 
me, I expected the gaming press to be as 
excited as I was. Instead, all I read was a 
bunch of whining and complaining. It 
seems that many gaming mags were upset 
about the surprise launch because they 
thought it made their September predic¬ 
tions seem foolish. So they’ve been taking 
it out on Sega by ripping them a new hole 
at every possible opportunity.“The Saturn 
isn’t as good as the PlayStation,” 1 read. 
“PlayStation games are better than Saturn 
games,” I read. But through it all I 
remained faithful. “This is Sega,” 1 cried 
aloud. Honestly, 1 don’t know how so 
many people could look at Sega’s track 
record of producing superior games and 
not be convinced that they would come 
through on the Saturn. 

Then came Virtua Fighter 2. 

\ told you so, I told you so, I told you 
so [repeats 30 times] I TOLD YOU SO! 

Virtua Fighter 2, Game of Power, fol¬ 
lowing hot on the heels of Sega Rally 
Championship and Virtua Cop, has proved 
beyond any shadow of a doubt that Sega 
is King! I don’t know how many times I’ve 
read that the Saturn's dual processing 
chip-set would only slow games down. 
Well thank goodness for that! If VF2 
moved any faster than 60 fps the human 
mind could not keep up with it! How 
often have I heard it said that the Saturn 
can’t do 3-D as well as the PlayStation? 
VF2 makes Toshinden look like Street 
Fighterl Face it folks, Sega has done with 
the Saturn what no one will ever be able 
to do with the PlayStation. I have seen the 
future, and it is Sega’s. Maybe next time 
you’ll listen. But I doubt it. 

—Gary O’Neal 
Murfreesboro,TN 

Hey Gary, chill out brother.The staff of 
VideoGames tries its hardest to be dispas¬ 
sionate and fair. If we’ve ever said, 

“PlayStation games are better than Saturn 
games,” it’s probably because that was our 
honest, critical opinion, gosh darn it The 
Saturn has taken its sweet time /iving up to 
its potent/a/ and we’ll be the first to give 




















kudos where kudos is due. Vsrtua Cop is 
excellent. Sega Rally is a darn tootin’ good 
time, and Virtua Fighter 2 is pretty darn fun 
(as we noted when we featured it os Game 
of the Month in our February issue). We’re on 
the /eve/ and we respond to quality games. 
What we don't do, however, is adhere to 
some sort of party line about a game system 
or company, like you seem to do. It’s not 
worth it and it hurts or credibility. So yes, 
we’ll admit that the Saturn finally has some 
really great games (but then again, it had 
some great ones at beginning), but when it 
comes down to ip the office fighting tourna¬ 
ments are still fought with Tekken, 



HO-HO-HO (IT’S GOOD TO BE 
LOVED) 



We got this Christmas card from a 
reader. Wotta pai. 

Dear VideoGames, 

Everybody knows that your mag’s the 
only thing that could make an ordinary 
person into the Ultimate Gamer! So, I 
just wrote to say....“Wishing you a beau¬ 
tiful Holiday Season with every happiness 
in the coming year.” 

Keep up the good work, guys! And 
more power to all you staff and your ulti¬ 
mate creation... VideoGames magazine! 

—Christian C. 
Los Angeles, CA 

Thanks for the thoughtful card, Christian. If 
you got any coal in your stocking last 


Christmas, let Swami Gabe know and he’ll 
personally go after the responsible parties 
and whup their behinds. 



MAY THE FORCE BE WITH YOU, 
ALWAYS 


Dear VideoGames, 

I have had an idea for so long.You see, l 


love fighting games and I also love Star 
Wars. Star Wars has to be the best movie 
ever. OK, this is what I’m getting at: a Star 
Wars fighting game! That would kick 
beans! [?— Ed.] I mean, you would have, 
you know, Luke, Darth Vader, Han, 
Chewbacca. But you could also have Boba 
Fett and IG-88.You know, a whole bunch 
of bounty hunters. Do you think they 
could do it? 


—Matt Falusi 
Corning, N.Y. 

You know, what. Matt? That’s actually a good 
idea. I’m serious, man, a Star Wars fighting 
game would be pretty odd, but it has the 
potent/a/ to be awesome. You could have the 
whole shebang: Stormtroopers,Tusken 
Raiders, force powers, light sabers, the 
Emperor as a boss., .everything! Ah, who are 
we kidding, they’ll never do it 


MY NAME IS MARK 



His name is Mark and he is seven, so 
forgive him if he misspells “Toasty!” 


Hello 

My name is Mark and I am seven and I 
like all the MKs. 


SWAMI GABE ISA COOL CAT 

Dear V/D£oGa/vi£S, 

I’m a loyal Playstation owner. I’d like to 
know a few things. First I want you to 
know I'm not like other people who 
write and ask for free stuff. Also, I’m not 
crazy about Betty. I think you’re all equally 
cool (except for Gabe, he’s really cool.) 
The real reason I wrote was I need to 



ask you for the mailing address of the 
Twisted Metal production team. Also, I’d 
like to add that you’re doing a great job 
and to keep it up! 

—Kevin Bonham 
Mt. Holly, NJ 

Thanks for the vote of confidence, Kev.The 
staff of VideoGames always likes to be 
reminded that we put this magazine together 
for a reason. Hopefully, one of these days 
we’ll be able to hang out and you’ll be able 
to see just how cool Swam/ Gabe really is. 
He’s got some stories; just ask Geoff Higgins 
and all those rodeo clowns. You can write the 
fine folks at Single Trac (the development 
house responsible for Twisted Metal and 
Warhawk) at: Single Trac, do Sony 
Computer Entertainment 919 Hillsdale Blvd., 
2nd Floor; Foster City, CA 94404 
Just don’t bug ’em, dig? 


THANKS FOR THE KONG 



Darlene Kuczmarski or Parma, Ohio sent 
us this picture of her little moppets 
enjoying their recently won Super NES 
and Donkey Kong Country cartridge from 
VideoGames. Can you spot the kids whose 
older siblings haven’t let them play yet? 










WHERE OH WHERE DOES THE 
BLOOD GO? 

Dear VideoGames, 

In MK// and MK3 , when a character 
uppercuts another character, blood flies 
everywhere, then the blood disappears. 
Where does the blood go? Does it 
evaporate because of the Outworld’s 
atmosphere? 

—Harrison Geddes 







































Oromodo, New Brunswick 

Actually, Harrison, the Outworld is home to a 
vicious little bacteria called “El Vampiro ” by 
the locals . Due to the massive amounts of 
blood spilled on the surface of the Outworld 
in the past ten thousand years, this little 
bugger has evolved from your garden-variety 
flu germ into a lean, mean blood-eating 
machine.Whenever they smell hemoglobin, 
millions of 'em swarm down and suck up a 
little bit of the red stuff, hence the rapid 
“evaporation” of the blood on the ground in 
the Mortal Kombat games. Pretty nifty, huh? 


Gotta love that forced evolution. 



THE DEBATE RAGES ON 


Dear VideoGames, 


really crazy about video games. I sent 
some pictures of Mortal Kombat and Killer 
Instinct pictures of what I’ve drawn, these 
pictures took me about 2 minutes to 
draw. I am a really good artist. I’ve seen 
some of the pictures in my video game 
books, none of them compare to mine. 
Will you send me a PlayStation or Sega 
Saturn? I really want one but I do not 
want to buy one, so can you send me 
one? I’ve read about your Ultra 64 com¬ 
ing out in ’96,1 know all about it. I went 
to Japan and seen it previewed on a trip 
in October 1995. It’s going to be a pretty 
neat system. I want Killer Instinct and 
Mortal Kombat 3. If you send me these 
things I listed here you will get a very big 
tip from me only if I get these things. No 
tip if I do not get these things listed. 


MORE STAR WARS (BECAUSE WE 
SAY SO) 

Dear Swami Gabe, 








Does anyone in the VG staff like Star 
Wars 7 . I just go crazy over it! I have been 
buying the new Kenner action figures! I 
have been wondering if the Star Wars 
games for the SNES are any good. I’ve 
heard about them but I wasn’t sure if 
they were worth buying. Also, I want you 
guys to know that you are the coolest 
out there and that you are doing a really 
good job on the mag. I really like all of 
the improvements that you have been 
making lately. Keep it up. 



- -Jon Davidenas 
Troy, IL 




Dear VideoGames, 


Geoff couldn’t work unless his Han 
Solo figure was at his side. 

Like Star Wars? Alan, we're on Star 
Wars like white on rice, my friend.The 
adventures of Luke Skywalker and all 
his pals are like mana from heaven to 
us. About your question: the Star Wars 
games for the SNES are great; if you’re 
a fan then I would heartily recom¬ 
mend them.They’re kind of difficult, 
but they rock. We appreciate the kind 
comments about the mag. The fact 
that readers are responding favorably / 
to the changes warms the cockles of 
our hearts. Really. 


—Gene Faulkner 
Watseka, IL 

Oh yeah, Gene the Dancing Machine? What 
type of tip would that be? Would it happen 
to be a tip to the police that you’re obviously 
nuts and should be committed to an insane 
asylum? Or maybe your tip will tell us exactly 
why you think that VideoGames magazine 
produces the PlayStation, the Saturn and the 
Ultra 64. Gee whiz, Swami Gabe has got to 
know what your tip is. He’s dancing around, 
practically wetting his pants, wondering about 
your “hot tip”is all aboutYour systems are in 
the mail...not. 

mmrn m mmmm m mm i m mm ■ mmh r mmm 

DRAGONBALL Z FOREVER! 

Ricardo Bernal of our home city of Los 
Angeles sent us this great envelope art 
featuring some of the characters from 
Dragonbali Z. Unfortunately, he didn’t send 
us a letter, so we have no idea about 
what makes his little head tick. Drag. 


I think every system you 
guys came out with is 
really, really awesome. I’m a 


kid that is 


I’ve noticed that NBA Jam and Mortal 
Kombat II and III versions on the SNES are 
better than the Sega versions. Could this 
mean that Sega isn’t doing good develop¬ 
ing famous games? Can’t they do better? 
And yes, I know that Sega’s games don’t 
stink, there are some pretty good graph¬ 
ics for those games I mentioned on the 
Genesis. 


—Tim Cad well 
Woodbury, MN 


Well, Tim, you’ve noticed what a lot of 
gamers have been wondering about for 
years. The SNES seems to be able to handle 
the demands that arcade conversions put on 
it better than the Genesis. Why is this? First 
of all, the machines are different, so they 
have different strengths and weaknesses. The 
Genesis has traditionally had the worse 
sound of the two machines, and the SNES 
also seems to have an edge In the handling 
of color. But you know, certain games on the 
Genesis have superb sound 
and color (Vectorman, for 
instance) and certain games 
on the SNES simply look and 
sound bad. When it comes 
down to it, it's what the devel¬ 
oper does with the machine 
that determines how “good” a 
game looks and plays, dig? 

mmmm ■ hm k osrrrr ■ 

HEY MISTER,WANNA 
HOT TIP? 
















































ince Bill Gates and his cavalier 
band of devil-may-care 
vagabonds first set out on the 
road to fame and fortune, the IBM PC 
platform has been a gigantic pain in 
the rear. No offense, but there has 
never been a clean, operational, bug- 
free, intuitive or friendly PC in the 
history of computing.TheyVe all very 
bad and very naughty. Why? Because 
essentially, even a Pentium-based PC is a 
teetering tower built atop the shaky 
foundations of the earliest 286 PC. In order 
to maintain compatibility and software 
stability, every new generation has been a 
fattened up, slightly polished reincarnation 
of the previous model. 

Of course, change was bound to come sooner or 
later. More than ten years later, in fact. Windows 95, 
combined with Pentium, almost clears away the 
debris from the past, making the PC a true 32-bit 
computer at last, complete with a 32-bit operating 
system. 

Now, Windows 95, which has been presented as 
everything from a neat new thing to the salvation of 
the Universe, is in fact a workmanlike, icon-driven 
alternative to DOS, and about as friendly as a 
Rottweiller licking vinegar from a cactus. What it 
does do fairly well however, is eliminate the need for 
constant switching between DOS and Windows.This 
helps speed up graphics a fair oid bit too. But not it 
seems, enough for a games-hungry public. Enter the 



aNd WhY tHat’S 

a gOOd iDea 
iN tHe ffiRst 

you’ve 

ever tried ■ 

to install a PC DLfllfC 

game, you’ll be familiar with, " 
and possibly upset by, the men¬ 
tion of arcane terms like Gravis, 

Adlib, Soundblaster and AWE.The good news 
(depending entirely upon how sarcastic you can be) 
is that there are yet more nightmarish set-ups on 
the horizon. Prepare to deal with the glamour and 
magic of terms such as; 3D Blaster, Diamond Edge, 
Matrox MGA and Philips Tasmania. Yup, a whole new 
hardware upgrade possibility has arrived. 

Last year, these new graphic accelerator cards 
were a mindless pipe dream, scorned by anyone who 
had seen the mess already present inside a PC case. 
Why would we need better graphics?” they cried, 
We already have Doom and Descent, and they look 
better and chunkier than real life”. But the children 
in the arcades and the fellows with 32-bit consoles 
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Namco already plans to support the 
new 3-D boards with Ridge Racer. 



press stiwr 


PC Toshinden is already on its way 
from Playmates . 
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disagreed. 

“You sir, are a moron” they would cry. “While you 
stumble around in your heavily bitmapped dungeons, 
i can race fluidly through the streets of Neo Tokyo, 
thanks to my PlayStation and its wonderful 3-D 
graphics. And it only cost me $299.” 

Of course, this unconstructive banter would even¬ 
tually lead to fisticuffs and there would 
be tears before bedtime. However, 
the problem remained unsolved. 

The Pentium processor, with 
all its power and, erm, stuff, 
was still incapable of 
matching even the shod¬ 
diest PlayStation or 
Saturn game for sheer 
fluidity and speed. And 
so the powers that be, in 
the form of PC hardware 
manufacturers, decided 
that the only recourse was 
yet another upgrade. Messy, 
expensive and difficult, but 
still the only way to match wits 
and power with Sony and Sega. 

One of the big drawbacks when 
considering the purchase of a 3-D 
card is price.The cheapest viable 
contender is the Tasmania 3-D from Philips at a less 
than reasonable $250. Next most affordable is 
Diamond Edge 3-D, clocking in at the sub-Saturn sum 
of $299. After that, Creative Labs’ 3-D Blaster pops 
up at the post-PlayStation price of $349. Not cheap, 
especially when you consider that a PlayStation or a 
Saturn both come with CD drive, sound chip, 32-bit 
cpu, joypad, power supply, and all for around the 
same price. Since both PlayStation and Saturn both 
appear to be receiving the same big titles as PC 
(Magic Carpet , Descent 2 etc), a console has to be a 
consideration for even the most ardent PC gamer. 

The main reason for choosing an upgrade rather 


than a new system though, has to be flexibility. All of 
the cards available have been designed very much 
with games in mind, but are capable of much, much 
more. In fact, you’ll notice a big difference in screen 
update when using any graphic-heavy application, 
game or not. 

If you really just want to play games, then a 

PlayStation or a Saturn makes an infi¬ 
nitely more sensible choice.The fact 
is though, that PC owners want a 
lot more from their machine 
than a closed gaming 
system.They want connec¬ 
tivity (to the Internet) 
and expandability and 
flexibility. 

All the systems use 
different hardware.This 
is going to create a 
bunch of problems similar 
to those encountered with 
the competing soundcard 
standards. 

At the moment, all of the 
cards featured in our table have 
unique selling points. 3D Blaster 
looks like scooping up the most 
third-party support, Diamond Edge 
3D has a good combination of brilliant technology 
and that all-important Sega link-up. It may prove to 
be the biggest selling point of all, giving PC owners 
immediate access to games like Virtua Fighter and 
Panzer Dragoon , as well as the ever growing number 
of Saturn joypad accessories. 

Whichever board you decide on, you should 
always remember that this is a very temporary mea¬ 
sure. A couple of years from now, that technology 
will be outdated and outclassed by new and better 
alternatives. But right now, it looks like the only way 
to go, in order to avoid embarrassing confrontations 
with your console owning chums. 



Wanna play Wrtua Fighter? Buy a 
Diamond Edge board. 


The pros and cons of 3-D cards 


AGAINST 

1. Creates competition for a standard. 

2. Does nothing to improve sound, control 
options or music. 

3. Cost as much as, if not more than, the 
consoles they compete with. 

4. Difficult for amateurs to install. 

5. Threatens life of VGA-equipped machines. 

6. Creates further market confusion. 

7. Encourages lazy programming. 


O 


FOR 

1. TUrns PC into a viable games machine. 

2. Enhances overall performance of your 
machine. 

3. Creates a useful platform for graphic 
artists and creative PC users. 

4. All cards interface with Windows 95. 

5. Makes PC/console ports much simpler. 

6. Gives 486 users identical benefits. 

7. Improves 2-D graphics performance. 



























license some of each other’s 
games. Now the word is that Sony 
has signed a similar agreement 
with the arcade giant, so 
PlayStation owners will have a shot 
at their favorite quartei^crunchers 
in the comfort of their abode. 


What’s unusual is that it seems SNK will port games to the 
PSX as a third party, rather than in an exchange, like its deal 
with Sega.Another funny thing is that the titles announced for 
the PSX are the newest hits from SNK. Sega will receive King of 
Fighters '95 and Fata! Fury 3, while the PSX will also get KOF 
’95, in addition to Samurai Showdown 3 and Real Bout: Fatal Fury, 
which is actually Fatal Fury 4, 

Saturn owners can still take comfort in the fact that they 
will receive their games ahead of PSX owners (KOF ’95 comes 





out in March/April in japan and soon after in the U.S.) and that 
there are more SNK games forthcoming to their system, which 
may or may not include the newer PSX announced titles. 

With all these hot games coming to the 32-bit systems, 
what is SNK going to do about the single-speed drive CD sys¬ 
tem that it released very quietly during the Christmas season? 
SNK has already released a new double-speed machine in Japan 
called the Neo Geo CDZ, which has been colored grey and 
shrunk down, but which uses the same controllers. It’s highly 
unlikely that people will opt for the single- or double-speed 
Geo CD machine when they can play those same games on 
their PSX or 
Saturn. 

Whenever 
SNK decides to 
release its long- 
awaited 32/64-bit 
arcade machines, 
we can at least 
rest assured that 
the company will 
convert some 
titles that utilize 
the capabilities of 
the Sega and Sony 
3-D machines. 
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texture-mapped, 
making the bad 
guys, the back¬ 
grounds and the 
game world a 
whole lot more 


jumping Flash 
* r *• 
owners is that 
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work is currently being finished on the sequel.The 
beautifully challenging and absorbing gameplay has 
been tweaked, refined and improved. Jumping Flash 2 
should ensure this game’s place in history. 

Weirdly enough, the original game, despite incredible 
critical acclaim, failed to set PlayStation-owning gamers’ 
imagination afire.The sequel however, has addressed many 
of the off-putting features of the original.The somewhat 
simplistic graphics, have been thoroughly honed and tuned 
to take advantage of better PlayStation programming tech¬ 
niques.The new game looks twice as sharp and crisp as the 
original. 

Jumping Flash featured 3-D texture-mapped polygon 
graphics, combined with rather simpler polygon 


convincing. 

Gone are the 

simplistic ground and air creatures, to be replaced with 
beautifully detailed and wonderfully animated visual treats. 

Th is style of 3-D platform game is par¬ 
ticularly important in the run-up to 
e release of Super Mario 64. 

Xing, a company previously 
noted for its conversion of In 
The Hunt, is also putting the 
finishing touches to its 3-D 
platformer. Floating Runner, a 
game which looks like it falls 
somewhere between Super 
Mario 64 and Jumping Flash 2. 

Nice to see the softcos applying 
3-D technology to something other 
than driving or shooting games. 

We’ll have a full preview of both Jumping Flash 
2 and Floating Runner in the very next issue of 
VideoGames and, with any luck at all, a much more 
n-depth peek at the brand new Ultra 64 Mario 
me.This is of course in an ideal world, but the 
rid is very far from ideal as we all know. So, 
we’ll see you there next month. 
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• "... One of the most impressive games of the year 
Frank O'Conner ; Editor-in-Chief, Video Games Magazine. 

• Stunning SGI graphics 

• Killer music from Thomas Dolby's Headspace™ 

• 11 intense arcade action sequences 


• Mind bending puzzles 


This is the most incredible gaming experience ever. 

Dolby sound, music and full-screen cinematic 
motion so realistic that you'll lose yourself in the year 2027. 
Puzzles and plot lines so intriguing that no two games 


will ever be the same. Characters so complex that 
they'll become a part of your life. 

It's an epic adventure, more than two years in the 
making. The real danger is that you might miss it. 


Danger neuer looked so good. 



Cyberia™ © 1995 Xatrix entertainment Inc. AH rights reserved. Published and distributed by Interplay Productions. Al! rights reserved, Sony® isa registered trademark ofSony Corporation, 
Playstation™ is a trademark of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of sega, 3D0 is a registered trademark of the 3D0 company. 
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Shigeru Miyamoto, 
brilliant creator of 
Donkey Kong and subse 
quent Mario games 
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Enter the 


HOW TO ENTER: 
No purchase necessary, 
Sweepstakes ends 5/31/96. 
You are automatically entered by 
purchasing Cyberia and sending in 
your registration card. Yon may also enter by 
mailing an official entry form found at participating Electronics 
Boutiques, or a 3 x5 card hand printed with your name, address and 
zip code to CYBERIA SWEEPSTAKES, RO. Box 3708, Dept 565, 
Newport Beach, CA 92658. Sponsor assumes no responsibility for 
lost, late, misdirected, mutilated, illegible, stolen, incomplete or 
postage-due mail. All entries must be received by 5/31/96. PRIZES: 
One (1) Grand Prize: A 4 day/3 night trip to Los Angeles for 2. Trip 
consists of round-trip air transportation, Hotel and trips to Air Combat. 
Virtual World, and more. (ARV $5,000), Odds of winning depends on 
number of entries received. Sweepstakes open to all U.S. residents IS 
years of age or older, except employees of Interplay Productions, 
HWB, Inc., their affiliates, subsidiaries, advertising and promotion 
agencies and the immediate families of each. For complete rules, send 
a self-addressed stamped envelope to: CYBERIA RULES: RD. Box 
8708, Dept 561, Newport Beach, 

CA 92658. Void where 
prohibited. ©1996 UCS, Inc. All 
trademarks are the properties 
of their respective owners. 


BY GAMERS. FOR GAMERS.™ 


< p 


No purchase necessary. Limit one entry per person. Contest open to residents of the United States and its territories and pos¬ 
sessions and Canada (Residents of Quebec not eligible). To be eligible for the drawing, an entry must contain the best “do” (as 
determined at VideoGames Magazine's sole discretion), plus entrant s name and address. 

One winner will be selected from the drawing of all eligible entries and will be awarded one Super ME3, one copy of Super 
Mario All Stars t one copy of Super Mario World , one copy of Super Mario World 2: Yoshi’s Island, one Nintendo Game Boy T one 
copy of Super Mario Land, one copy of Super Mario Land 3, one copy of Warn Land; Super Mario Land 3 and Super Mario Land 3 * 
Total approximate retail value of prize package: $365.00. 

All prizes will be awarded to one lucky winner. No substitutions or transfer of prizes is permitted. The winning entry will be 
notified by I fideoGames Magazine, via the 1LS« mad and will also be announced in the July 1996 edition of VideoGames Magazine. 
Winners will receive their prizes via U.S. mart by VideoGames Magazine, By accepting the prizes, the winner consents to the use 
of his or her name or other likeness without further consideration for purposes of advertisement and promotions an behalf of 
Nintendo. Odds of winning depend on the total number of eligible entries received by VideoGames Magazine. 

Contest void where prohibited by law. Employees (and their immediate family members) of VideoGames Magazine, Nintendo 
of America Inc., Golm/Harris and any of their affiliates or agen¬ 
cies are not eligible to enter. Contest is subject to all federal, 
state and local laws, regulations and restrictions. Prize winner 
is responsible for all applicable taxes and fees associated with 
receiving the prizes. Within five days of receiving notification by 
U,S + mail, winner must contact VideoGames Magazine in writing 
by either facsimile or mail to collect the prizes; appropriate fax 
number or address will be furnished in the prize notification. 

By accepting prizes, winner releases Nintendo and 
VideoGames Magazine from any responsibility or liability in con¬ 
nection with the awarded prizes. By entering the contest the par¬ 
ticipant agrees to abide hy the contest rules. 

Contest sponsored by Video Games Magazine, Post Office 
Box 17379, Beverly Hills, California 90209-3379. 

Nintendo is a registered trademark of Nintendo of America Inc. 
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games ever 
do is design a ns 
creator, Mr. 

have a haircut on their birthday 


Virtual Vacation 
Sweepstakes 

and you may win a 
4 day, 3 night trip 
for 2 to Los 

Experience: 


Air Combat USA* 
Virtual World* 
Universal Studios Hollywood 
Interplay Corporate Offices 

Enter at these 
exclusive locations... 
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f t you have any tips or tricks that you 
haven’t seen printed anywhere else, 
put them on a piece of paper or a 
postcard and send them to us at 
VideoGames, Attn: Tips & Tricks, 8484 
Wilshire Blvd„, Suite 900, Beverly Hills, 
CA 90211. If you’re the first to tell us 
about a valuable new tip or trick, we ll 
print it and send you a cool new 
controller for your Super NES or 
Genesis, courtesy of STD Entertainment! 
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'hat's Doom without a 
bunch of secret 
cheats? Here’s the 
coop on ali the hidden stuff in 
he 3DO version—and yes, 
ve’re still working on getting 
ome SNES Doom codes. 

During the game, hold B and 
press P to access the map, 
Next, input one of the foliowing 
cheats. These codes must be entered at the map screen while the 
game is running—they won’t work while paused-—and each one will 
be confirmed with an explosion sound when you press the last 
button in the sequence: 

See the entire map— L, R, R, A, Left, Left, Up, A, C. 

See all of the items on the map— L, R, R, Right, Up, B, B, Left, R. 

God Mode (invincibility)— Up, Right, A, B, A, Down, A, L, L. 

All weapons and keys— A, Left, A, B, A, Right, A, C, A, 

Start at any level— L, Up, C, C, R, Down, A, Left, Left. (Once 


you’ve entered this cheat, you must allow yourself to get killed or 
simply turn off the 3DO to return to the main menu, where you’ll 
be able to access all 23 missions.) 

Two extra screen sizes— Up, Right, L, Up, Right, Right, R, A, 
Left. (Once you’ve entered this cheat, press the X button and 
access the “screen size” function at the option menu; you’ll find that 
there are two additional screen sizes to choose from, both of which 
are larger than the largest default setting.) 

The “start at any level” and “extra screen sixes” cheats will both 
be saved to your 3DO system’s internal memory as soon as they are 
entered, so you’ll never have to input those codes again. Also, be 
careful when entering these cheats! Even though you’re at the map 
screen, the game is still running and the buttons you’re pressing are 
causing other things to happen. Let’s say you’re a big dummy and 
you’re running around with a loaded BFG 9000. If you’re facing a 
wall when you decide to access the map and put in, say, the “see the 
entire map” cheat—well, you have to hit the A (Fire) button twice 
during that code, so you’d better turn away from the wall or you’ll 
blow yourself to bits when your weapon goes off! 




Hold B and press 
P to access the 
map screen. 



Press L, R, R, A, 

Left, Left, Up, A, 

C to see the 
entire map. 



Press L, R, R, 
Right, Up, B, B, 
Left, R to see all 
of the items on 
the map. 



Press Up, Right, 
A, B, A, Down, 

A, L, L at the map 
screen to become 
invincible. 


Press A, Left, A, 
B, A, Right, A, C, 

A at the map 
screen to get all of 
the weapons and 
keys. 


Press L, Up, C, C, 
R, Down, A, 
Left, Left at the 
map screen, then 
return to the main 
menu to start at 
any stage. 


Press Up, Right, 
L, Up, Right, 
Right, R, A, Left 

at the map screen 
to get two addi¬ 
tional screen sizes. 
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S: 24 hours 


HOURS: 6 a.m. to 6 p.m. (Pacific Standard 
Time) seven days a week 
COST: Standard long-distance rates to 
Redwood City, California, apply. 

TIPS: Sega’s game counselors field ques¬ 
tions about any Sega game for the 
Genesis, Sega CD, Game Gear or Master 
System. Questions about third-party games 
are not covered by Sega’s counselors: they 
will, however, refer you to the appropriate 
phone numbers for tips on licensed titles. 
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A t the title screen—when 
the words “Press Start to 
Continue” are flashing— 
press P to access the main menu. 
Next, enter the following code 
very carefully: Press Left and re¬ 
lease, hold L, press and release C, 
release L, press and release B, 
press and release A, hold L, press 
and release A, press Right. You’ll 
hear the announcer say, “Oh, my! I 
think we’ve got a cheater!” Now 
choose an exhibition match or the 
“instant action setup” and you’ll 
find a powerful secret character 
named Kubo who can be chosen as 
your opponent. 


Press Left and release, hold L, 
press and release C, release L, 
press and release B, press and 
release A, hold L, press and re¬ 
lease A, press Right. 


Now you can access a se¬ 
cret character, Kubo, as 
your opponent 


His skill ratings are 
extremely high and his 
tank—the “Repulse - — 
has a quick and deadly 


A s above, access the main menu and enter the following code very care¬ 
fully: Hold R, press and release B, release R, press and release C, hold L, 
press and release Right, release L, press and release A, hold L, press 
and release A, press and release B, release L, hold R, press Right. You’ll hear 
the announcer say,“Oh, my! I think we’ve got a cheater!” Now start the game in 
any mode; when it’s time to choose a vehicle, you’ll find a new tank called the 
Invader. It has a top speed that’s equal to the Runner and its acceleration is 
better than any other available tank. 


release. 

_ 




Hold R, press and release B, 
release R, press and release 
C, hold L, press and release 
Right, release L, press and 
release A, hold L, press and 
release A, press and release 
B, release L, hold R, press 
Right. 



Now you can choose the 
powerful Invader as your 
tank. 





T o play as the two-headed goon, Eyedol,just choose any charac¬ 
ter. Then, at the match-up screen just before the fight starts, 
hold Right on the D-pad and quickly press SELECT, START, 
B, A. You’ll hear a sound to confirm that the code has been entered 
properly. Now you’re playing as the boss-man, Eyedol! 






Who’s the 
boss? You are! 


Choose any 
character, 
then,at the 
match-up 
screen... 


...hold Right 
on the D-pad 
and quickly 
press 

SELECT, 
START, B, A 
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of only $1.66 per copy (12 issues for $19.95), and send my FREE 
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D uring a game of Double Header, 
press the START button to pause, 
then grab Controller 2 and press , 
□, X, O, O, O. You’ll hear a piano sound. 
Next, press the LI button (also on Con¬ 
troller 2); you’ll hear the words, “Home 
run!’’ Now you will hit a home run every 
time your batter makes contact with the 
ball—even if it’s a bunt! To disable this 
cheat, simply enter the code again; when 
you press L. I , you'll hear the word,“Safe!” 



Press START to 
pause, then press A, 
I, X, O, O, O and 
LI on Controller 2. 


You’ll hit a dinger every 
time your batter connects 
with the ball! 


T o advance through a game more quickly, press the START button to pause, then press A, □, 
X, O, O, O on Controller 2. You’ll hear a piano sound. Next, press the X button (also on 
Controller 2); the words, “Let’s Go Inning” will appear on the screen. Press X on Controller 
2 to change the inning number, then press START to return to the game in the inning you chose. If 
the game is tied when you enter this code, you’ll be able to select all the way up to the 18th inning. 



Press START to 
pause, then press A, 
□, X, O, O, O and X 
on Controller 2. 



Change the 
inning number 
with Controller 
2’s X button. 



It’s a scoreless 
tie in the top 


of the !8th! 






Computer Control 

T o give the computer control over your team, pause the game 
and press A, □, X, 0 , 0,0 on Controller 2. After you hear 
the piano sound, press the L2 button on Controller 2; you’ll 
hear a beep to confirm the code. If you want to regain control of 
your team, simply pause the game and enter the code again. 


Press START to pause, then 
press A, D, X, O, C, O and L2 
on Controller 2. 


jl f you’re tired of 3-D fighting games and would like to pass the time with a good 
I old-fashioned 2-D shoot-’em-up, try this trick: Put Zero Divide into your Play- 
il Station, hold the SELECT and START buttons on Controller 2 and turn the 
POWER switch on. Continue to hold the buttons down while the game loads; 
instead of Zero Divide, you’ll get a hidden version of Phalanx, a classic Super NES 
shooter! Use Controller 2 to play the game. 


Now the computer is 
controlling your team; 
maybe it’ll do a better job. 


SONY 



COMPUTER 

ENTERTAINMENT 


Hold SELECT+START on 

Controller 2 when you turn 
the power on 



You’ll find this hidden game, a 
classic scrolling shoot-’em-up! 



Use Controller 2 to play Tiny 
Phalanx; you’ll hear music and 
sound effects from Zero Divide. 




















































































































Hold the C button and press Up, 

Down, Left, Right, Down, Up, 
Right, Left, Up, Up, Left, Right, Up. 



I f you’ve already beaten Wrtua Cop, you may have already discovered the “Option Plus” 

menu and extra bonuses the game offers to the victorious. If you haven’t, here’s how to get 
them the easy way: During the opening demo, wait for the Sega logo to appear on a white 
background, then hold the C button on Controller 1 and press Up, Down, Left, Right, 

Down, Up, Right, Left, Up, Up, Left, Right, Up, You should hear three separate gunshots at 
different times during the code to confirm. Now you’ll have access to the “Ranking Mode” from 
the main menu.You’ll also get new surprises at the Option menu, including six additional diffi¬ 
culty settings, a “Free Play” option for unlimited credits and a separate “Option Plus” menu that 
allows you to activate a reverse-angle “Mirror Mode,” check game stats with a Bookkeeping 
function or activate “Gun Select.” With the Gun Select option turned on, you can get any gun at 
any time during the game; simply press the START button to pause, then press the Reload 
button to cycle through the different weapons.Available guns include a “Special” auto-fire 
weapon that never runs out of ammo! 

Note: If you’re using the Sega Stunner gun to play the game, you can enter the cheat code at 
the white SEGA logo by shooting at the edges of the screen in the proper order. In other 
words, instead of holding the C button and pressing Up, Down, Left, Right, etc. on the D-pad, 
just shoot at the top of the screen, then the bottom, then the left side, then the right side, etc. 
However, entering the code with the D-pad is easier and more reliable—and because the 
effects of the code are automatically stored in the Saturn’s internal memory, you only have to 
enter it once anyway. 



You must finish entering 
the code before theAM2 
logo fades away. 


Now you have access to 
the “Ranking Mode” from 
the main menu. 



? 1 : 1 ' 
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.. .the top-secret “Option 
Plus” menu. Unfortu¬ 
nately, the Language 
option can’t be changed. 



“Mirror Mode” lets you see a 
reverse camera angle; enemies 
and objects are “flopped” to the 
opposite sides of the screen. 



Ranking Mode gives you just one 
life; when you’re killed, the com¬ 
puter generates a very sophisti¬ 
cated analysis of your performance. 



“Book Keep” lets you 
see statistics that track 
previously-played 
games. 



The cheat code also gives you 
six new difficulty settings and a 
“Free Play” option—or choose 
the flashing arrows to find... 



With the “Gun Select” option 
turned on, press START during 
the game to pause, then press 
the Reload button. 



Press Reload repeatedly while 
paused to cycle through the 
different weapons. 


L et’s say you’re so excited about getting a 
high score that you forget what your 
initials are when you reach the “Name 
Entry” screen. (Hey, it can happen.) If you need 
more time, simply shoot at the “b/s” (backspace) 
icon quickly and repeatedly until the timer resets 
to 99. Now there’s plenty of time to enter your 
initials. (Does this trick lead to some other cheat? 
We’re not tel ling...’cause we don’t know!) 

va _ • _ 




The “Special" gun is an auto¬ 
fire weapon that never runs 
out of ammo; hold the Fire 
button to blast away! 




Shoot the 
backspace 
icon quickly 
and repeat¬ 
edly. 




\ 


After a few sec¬ 
onds, you’ll hear 
someone yell 
“Aaargh!” as the 
timer resets to 
99. 










































































































































and cyberspace action adventure! 


Rocket through the new and unique 
iabyrinth of flying levels! 


Reach us on the World Wide Web at: www.dataeast.com or reach us 
on-line at CompuServe: VID PUB A Forum (GO DATA EAST). 

Learn all the latest tricks and hidden moves! Call the Data East tipline 
at 1-900454-5435 (.85 min. average) 


Tf.- tr ■■■■ i ■ ,wi auniscotnuiaftpaSia 
l?Jt n J' r V'.. ilnih d 

•jUAttWl miuda E’. 1 : w#'3 If v- T « "ji 
,-r eit- -IT. T-t '■'■j'rirt ’. 1 


PlayStation 


Data East USA, Inc. 1850 Little Orchard Street, San Jose, California 95125 

PlayStation, the PfayStation Ioqo, and the PS logo are trademarks of Sony Computer Entertainment Inc, Sega and Sena Saturn are trademarks of SEGA ENTERPRISES. LTD: Creature Slice!! is a copy 
right of Argonaut Software LTD licensed to Data East USA, Inc. Data East is a registered trademark of Data East USA, Inc. © 1SS5 All Rights Reserved. DaU TL-BDQ-771 -3772 for Game Rating Information, 
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arthworm Jim 2 may be easier than 
first Jim game, but it’s stiii nice 
have a juicy cheat code to 
become invincible, warp to any stage or 
listen to Tommy Tallarico’s tantalizing 
tunes. During the game, press the 
START button to pause, then enter the 
following code while the game is paused: 

Super NES —Press SELECT, Left, 
Right, A, X, X, Left, Right. 

Genesis—Press A, C, C, A, B, A, B, 
Left 

The “Super Cheat Screen” will appear, 
allowing you to jump to any stage, be¬ 
come invincible (turn “Cheat Mode” on) 
or access a sound test. Press A or B to 
toggle each menu item. You can also acti¬ 
vate “Map View” mode; when you turn 
this option on, you’ll be able to move to 
any location in the stage you chose, invisi¬ 
bly flying through walls, floors and ceilings 
until you find the place where you’d like 
to begin. Once you’ve chosen a spot, 
press the A button to make Jim appear. 


Y ou may already 
have triggered 
this one by acci¬ 
dent—or seen it in the 
game’s demo—but it’s 
not listed in the in¬ 
struction manual. To 
trigger the Manta 
shield, just press Up+X 
(on the Super NES) or 
Up+A+B (on the Gen¬ 
esis). This move makes 
Jim invincible for a few 
seconds; a valuable 
trick that comes in 
handy against foes like 
Pedro Pupa. 


Press Up+X (on 
the SNES) or 
Up+A+B (on the 
Genesis), 


You’ll hear 
Jim yell, 
“Manta!”; 
now he’s 
temporarily 
invincible. 


You are fortunate; 
you’ve discovered the 
top-secret “Super 
Cheat Screen”! 
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Turn “Cheat Mode” 
on to become invinci¬ 
ble, choose a starting 
stage, or check out 
the sound test. 
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Pause the game, then 
press SELECT, 
Left, Right, A, X, X, 
Left, Right (on the 
Super NES) or A, C, 
C, A, B, A, B, Left 
(on the Genesis). 


The “Map View” allows 
you to choose any spot 
in your favorite stage. 


When you’ve decided 
where to begin, press 
A to make Jim appear 
on the screen. 




Use the Snott 
Parachute to float 
through this gap 




A bout halfway through “Level Ate,” you’ll find a set of three forks positioned just 
to the right of a horizontal piece of bacon. Use the Snott Parachute to float 
carefully between the bacon and the left fork; you’ll enter a top-secret bonus 
level called “Forked,” There are two things that are very special about “Forked”; First, 
it’s filled with power-up items. Second, the background music in this stage was 
composed not by Jim 2’s master musician Tommy Tallarico, but by his father. 




You’ve discovered the 
bonus level,“Forked"! 


Free weapons and 
power-ups—get ’em 
while they’re hot! 





























































































The Game of The Century! 



Mil the MK secrets you’ve 
been asking for are here at 
last. We’ve covered all the 
popular game platforms 
and all three Mortal Kombat 


editions. 


Don’t wait another day to 
place your order... 

Mail the coupon below or, 
for quicker service, 
call the 800 number. 


Supplies of the Mortal Kombat special are limited, so get your order in today! 


£3231 - 800 - 386 - 7595 — 


Name 

Address 

City/State/Zip 

□ Enclosed is my check for the amount of $_ 

□ Please charge $_to my □ VISA □ MC 

Credit Card # Exp. 

Signature 

Mortal Kombat, P.O. Box 341, Mt. Morris, \L 61054 

Foreign add $3 per copy. Where applicable, sales tax is included in stated price. Please allow 6 to 8 weeks for delivery. 



Please send 

_copies of Mortal 

Kombat at $6.99 each, 
for a total of $_. 
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T o enable these codes, start a game in any mode. During the introductions—when the players 
are skating around on the ice prior to the start of the game—press L+R+X+Y+Z simultane¬ 
ously, then release ali the buttons. Once you’ve done this, you’ll be able to enter the following 
codes during the national anthem to change the game. 

• Press L+R during the national anthem for giant players. 

• Press A+B during the national anthem for short players. 

♦ Press A+Y+Z during the national anthem for upside-down players. 

* Press X+Y+R during the national anthem for a spring-loaded puck. (When the puck is tipped or 
shot into the air, it will continue to bounce until it is touched.) 

• Press A+X during the national anthem for a “btack hole” at center ice. (A loose puck—if left un¬ 
touched—will gradually be pulled into the center of the rink.) 


, a - 

At 




During the player 
introductions, press 
L+R+X+Y+Z to acti¬ 
vate the cheat mode. 


Then, during the 
national anthem, press 
L+R for giant players. 


Try A+B during the 
national anthem for 
short players. 


Pressing A+Y+Z during 
the anthem will make all 
of the players skate on 
their heads! 


You can also use X+Y+R 
or A+X to make the 
puck bounce high or get 
sucked into center ice. 






Vehicles 
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Secret 

Course 


I f you’ve finished all 36 heats in High Velocity , 
you can access a top-secret hidden vehicle by 
entering the “Full Counter” course and 
choosing “Turn Left.” You’ll see a black Porsche 
sitting next to the restaurant; if you ram it from 
behind, you’ll be able to choose the Porsche as 
your own vehicle. 

But what if you’re too lazy to finish all 36 
heats? No problem. To find the cheater’s path to 
the Porsche, just go to the car select screen and 
highlight car type “FT then hold the L, R and Y 
buttons and press Right. The Porsche is now 
available without all the hard work. 

Better yet, if you’re at the car select screen 
with the Porsche highlighted, hold L, R and Y 
again and press Right to find yet another secret 
vehicle. Incredibly, this one is a diesel truck! 


Hold L+R+Y 
and press 

Right. 


You’ll get this top- 
secret Porsche. 
Hold L+R+Y and 
press Right again... 



...to choose this 
delivery truck as 
your vehicle! 
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A t the “Mode Select” menu, high¬ 
light every available option and 
press the B button at each one, 
one at a time. When you press B at the 
last option, you’ll see all of the menu 
options light up for a second to confirm 
the code. Now select the “Time Trial”. 
When the "Course Select” menu comes 
up, highlight any of the three tracks, hold 
the X button and press A. You’ll be sent 
to a secret rooftop course with no spe¬ 
cific path from start to finish! Weave 
your way through the brightly-colored 
traffic pylons and “imagine your own 
course”.The background scenery will 
match that of the track you highlighted 
at the “Course Select” menu. 






Highlight each of the 
available options and 
press B at each one. 


You’ll see all of 
the options flash. 


Next, enter the “Time 
Trial” option. High¬ 
light any course, hold 
X and press A. 


Notice that you’re 
locked in and can’t 
choose “Turn Left” 





© 


You’ve found the top- 
secret “Imagine Your Own 
course! 


% » 


You can race this 
arena with three 
different backgrounds. 


Press the Y button to get 
a pop-up window with an 
overhead view! 





































































































































Because on that day, the home entertainment-world starts spinning at 64 bits — 

T 

faster than any video game system or personal computer ever made. Live your dream: 
Nintendo 64 and its revolutionary 3-D controller will send you as far into the game as you dare to go. 
Over the top. Out on the edge. Choose your hero: James Bond, Ken Griffey, Jr., 

Super Mario. Or even Darth \fader. You'll find them on games 
exclusive to Nintendo 64. Players will rock. Competitors will weep. 


Is it worth the wait? 



Only if you want the best! 
JU NINTENDO . 64 
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T ons of Vectorman cheats have appeared in these pages in past issues, but none has been 
more powerful than this amazing cheat code: Go to the game’s "Options” menu and press 
A, B, B, A, Down, A, B, B, A. “Refus Q. Orbot’s Private Option Screen” will appear— 
now you can start the game at any stage with any weapon and equip yourself with up to 99 lives 
and up to 10 hits on your energy bar! If you wish to return to the standard options menu before 
you start the game, just enter the "abbadabba" code again. 



Press A, B, B, A, 

Down, A, B, B, A. 


You’ve found the 
secret cheat menu! 


Now you can start with 
maximum lives and health at 
any stage with any weapon. 



A t the main menu, hold the X and Y buttons and choose either Time Attack 
mode,Two-Player Battle or Arcade Practice mode. When it’s time to choose 
a track, you’ll find that the extra “Lakeside” course is now available to you, 
even if you haven’t previously qualified for it by winning the first three tracks in Arcade 
Championship mode. 



and start a 


any mode except 
Arcade Championship 



Now you can choose the hidden 
Lakeside course! (Time Attack 
course menu shown.) 


Press Right at the course menu to 
find the new track when playing in 
Arcade Practice mode. 



A t the main menu, press X, Y, Z, Y, X 
on Controller I.You won’t hear any 
signal to confirm the code, but when 
you start the game you’ll find a powerful new 
vehicle to choose from: the Lancia Stratos. 




Press X, Y, Z, Y, X at 
the main menu. 


The keys to the Lancia 
Stratos are in your 
hands! (Time Attack car 
select menu shown.) 


Press Left find the auto¬ 
matic Stratos at the Arcade 
car-select menu... 


...or press Right to 
choose a Stratos with 
manual transmission. 
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(Characters 


T o choose a secret character, highlight the box on your side of the screen at 
the character-select menu and enter the appropriate codes shown below. All 
buttons shown refer to the default control configurations. Important note: Each 
of the following codes must be entered very quickly. If you can’t get a code to work, it’s 
because you didn’t do it fast enough, so try again. 


Highlight the“?” box, hold the L 
and R (or L2 and R2) buttons and 
press STRONG, JAB, SHORT, 
FORWARD, STRONG. 


Play as Akuma 

SATURN: 

Player I —Hold the L button and 
press Left, Left, Left, Down, 
Down, Down, then X+Y simultane¬ 
ously. 

Player 2 —Hold the L button and 
press Right, Right, Right, Down, 
Down, Down, then X+Y simultane¬ 
ously. 

To choose the alternate-color 
Akuma, end the code by pressing 
A+B simultaneously instead of X+Y. 

PLAYSTATION: 

Player I —Hold the L2 button and 
press Left, Left, Left, Down, 
Down, Down, then D+ simultane¬ 
ously. 

Player 2 —Hold the L2 button and 
press Right, Right, Right, Down, 
Down, Down, then G+A simultane¬ 
ously. 

To choose the alternate-color 
Akuma, end the code by pressing 
X+O simultaneously instead of 

n+A. 


Play as M. Bison 


SATURN: 

Player I —Hold the L button and press 
Left, Left, Down, Down, Left, Down, 
Down, then X+Y simultaneously. 

Player 2 —Hold the L button and press 
Right, Right, Down, Down, Right, Down, 
Down, then X+Y simultaneously. 

To choose the alternate-color Bison, end 
the code by pressing A+B simultaneously 
instead of X+Y. 

PLAYSTATION: 

Player I —-Hold the L2 button and press 
Left, Left, Down, Down, Left, Down, 
Down, then +.A simultaneously. 

Player 2 —Hold the L2 button and press 
Right, Right, Down, Down, Right, Down, 
Down, then ’ ]+A simultaneously. 

To choose the alternate-color Bison, end 
the code by pressing X+O simultaneously 
instead of D+. 


Highlight the box, 
hold the L (or L2) but¬ 
ton and press Left, 
Left, Down, Down, 
Left, Down, Down, 
JAB+STRONG. 


Now you’re playing as 
M. Bison! Change the 
“left” commands to 
“right” to do this trick 
on the Player 2 side. 


End the code with the 
first two Kick buttons 

(SHORT+FORWARD) 

instead of 

JAB+STRONG to 

choose the alternate- 
color Bison. 


Highlight the box, 
hold the L (or L2) but¬ 
ton and press Left, 
Left, Left, Down, 
Down, Down, 
JAB+STRONG 


Now you’re playing as 
Akuma! Change the 
“left” commands to 
“right” to do this trick 
on the Player 2 side, 


End the code with the 
first two Kick buttons 

(SHORT+FOR¬ 
WARD) instead of 
JAB+STRONG to 

choose the alternate- 
color Akuma. 




Play as Dan 


SATURN: 

Both Players —Hold the L and R buttons and press Y, X, 

A, B, Y. 

To choose the alternate-color Dan, press Y, B, A, X, Y. 


PLAYSTATION: 

Both P/ayers—Hold the L2 and R2 buttons and press 

□, X, Q, A. 

To choose the alternate-color Dan, press _, O, X, □, 


Now you’re playing as Dan! This 
code works exactly the same way 
on the Player 2 side. 


Press the same buttons in clockwise 
order (STRONG, FORWARD, 
SHORTJAB, STRONG) to choose 

the alternate-color Dan 
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E ver wondered what became of all those spooks and opera¬ 
tives who, at the height of the Cold War, used to haunt the 
highways and byways of international espionage, the shabby- 
genteel figures who flit mysteriously through the novels of Graham 
Greene,John Le 
Carre and Robert 
Ludlurn? What do 
they do with their 
days now that the 
New World 
Order is upon us? 

Well,Activision 
has a few good 
ideas and they’re 
all integrated into 
a forthcoming 
game called 
Spy era ft, due for 

release this Spring,You'll play a rookie C.l.A, operative whose task 
is to infiltrate the “Wilderness of Mirrors” that makes up the 

labyrinthine world of 
contemporary spook- 
dom.Yup, the Great 
Game is a whole differ¬ 
ent proposition these 
days:The Wall, double 
agents, eastern 
European spy rings and 
007-style ejector seats 
are out, and in their 
place we have interna¬ 
tional drug traffickers, 
nuclear device smug¬ 
glers and their nefari¬ 
ous ilk, Most amazing of all, in the eyes of those old hands of Berlin 
Station and the “cultural” sections of Russian consulates world¬ 
wide, the two superpowers aren’t at each other’s throats these 
days; they’re in league with each other’s security services, the bet¬ 
ter to combat this new breed of villains, whom they now perceive 
as a common enemy.What’s really impressive about Spycraft is the 
heavyweight talent behind the project.The script is by James 
Adams, a novelist and espionage expert who is Washington Bureau 
Chief for the London Sunday Times. Better yet, the technical advi¬ 
sors for the project were none other than two former heads of 
the CLA. and the K.G.B. Richard Colby and Oleg Kalugin, who, in 
something of a casting coup, actually play themselves! 

So, with authenticity pretty much guaranteed, the game unfolds 
as follows. As a C.I.A. novice, you’ll first be sent to “The Farm”, the 
special training facility that the Company runs at its HQ in Langley, 
Virginia, to pick up the skills that’ll sustain you in the field.Then 
you’re off on your missions.You’ll lead special forces, analyze satel¬ 


ALQNEO MAfttlMti 
Ml-P MOP 


CpWPI/TCft TCH 


BY JOHN PATTERSON 


lite photos, intercept radio communications and, just to stay in 
shape, eliminate the occasional double agent. Forget the license to 
kill, the legions of foxy chicks and the Aston Martin DBS; the sce¬ 
narios in Spycraft are complex, intriguing, challenging, and authentic. 

As far as gameplay’s concerned, you’ll travel to London, 
Moscow,Tunis, Heidelberg and New York, all captured in amazing 
35mm film sequences, state-of-the-art cinematic effects, digital 
video footage, still photographs and actual stock footage from the 
C.I.A. archives.Thanks to 3-D imagery, 2-D art, matte paintings and 
superb sound effects from Soundelux Media Labs, you’ll soon .find , 
yourself caught up in a world of deception, ambiguity and betrayal. 

For more information, call Activision at 310,473-9200 

■■ ■ ■ ‘ ■ ■ - , , . “ ■ A 


C ast your mind back to classic postwar Los Angeles, the 

netherworld of shadows, paranoia, multiple murders, cyni¬ 
cal, down-at-heel private dicks and glamorous, but possibly 
deadly, femmes fatales. One of the greatest and darkest of all movie 
genres, Film Noir reflected the anxieties and neuroses of an 
America ner¬ 


vously contem¬ 


plating the (old) 
new world 


order that vic¬ 


tory had built. 
Now, 

Cyberdreams is 
set to bring us 


NO/fl, a new 
whodunit for 


PC and Mac. 



Created entirely in the monochromatic, shadowy black-&-white 


tones that characterized classic movies like The Killers, The Big 



Combo, TMen, and Out of the Past, and unfolding in the depraved 
and corrupt Los Angeles familiar to readers of Raymond Chandler 
and James M. Cain, NO/R puts you in the wing-tips of a lone P.l. 
who must solve a labyrinthine mystery surrounding the disappear¬ 
ance of a col league. You’ll track down your clues through back 
alleys, a corrupt city hall, smoke-filled gangsters’ lairs, posh man¬ 
sions and the like. Eighteen famous landmarks of postwar-era L.A., 

like the Bradbury 
Building and Griffith 

come alive for the play 

I ' ' er, thanks to period 

’ photographs and con- 

temporary film clips 


integrated with special¬ 


ly shot live-action 
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S’-. j .... ' . accessible to kids 

• •' 3nd theif Par “ 

ents.The folks 

? \ will also have 

m - • • 

access to a 
special Parental 

£■•'■ 'iR’Tijl Guidance feature 

*• -rf ’ ^ V * 

. . which adjusts the 

SS®L*. HI level of violence 

in the game 

(we’re talking PG, reducible to G, folks, so you viscera-phobes can 
stop covering your eyes). Also available for the PC version is a 
closed caption option 
for the hard of hearing. 

With spells, special 

weapons, numerous 

maps and multiple sto- t r { ^ 

rylines. plus hundreds 4 

of clues and challenging • I / vv ; v . ] 

Shadoan promises to be ‘ ’ 

a sterling contender in , t ^ ' 

the fantasy/strategy . ' pPPI 

field this spring. 


footage 

shot 

especially 
for the 
game. The 


comes 

together 

with the aid of over 1600 photographs, 75 cinematic sequences 
and a musical score that draws heavily on the great noir movie 

scores. NOIR is 
designed by Jeff 
Blythe, who ere 


I CircleVision 
I V J I 360-degree films, 

s.'s. ' . .,-Ja •* 4 and will recreate 

Wolfes* * 1 ™* r ' ; : the dark, cynical 

V, J « and shadowy 

/££» underworld of 

- gjjk .• V’," this classic and 

influential period 

in Hollywood cinema.You’ll need street smarts, deductive skills, and 
of course, a trenchcoat, a fedora, a gun, and dozens of Lucky 
Strikes to solve the five deceptive and heavily layered mysteries the 
game contains, ranging in locale from corrupt Chinatown to degen¬ 
erate Hollywood. Have you got the right stuff, the juice, the moxie, 
to walk these mean streets like a white knight in world of dark¬ 
ness? Find out this spring.... 


For more informa¬ 
tion please call 
Virtual Image 
Productions at 619 
765-1363. 


For more information, call CyberDreams at 518.223-9990 


T he exploits of London’s most notorious serial killer, Jack the 
Ripper (who else?) have been the object of fascination, spec¬ 
ulation and plain old revulsion for over a century now, with 
suspects ranging from an insane American surgeon all the way up 
to the top of the British Royal Family (the eldest son of King 
Edward VII has long been a prime candidate). Computer and video 
games designers have long since joined in the hunt for dues:This 

spring will see 


I I of only two video games on display in the Smithsonian 
Institute). Rick came by to show us an almost complete demo of 
his newest animated fantasy/adventure game, Kingdom II: Shadoan, 
which he says is the achievement he’s most proud of. Like its pre¬ 
decessor, Shadoan follows the adventures of young Lathan Kandor 
as he searches for the last two remaining relics in the Kingdom of 
Shadoan, and culminates in a showdown with the wicked wizard 
Torlok in what will become their final confrontation. 300 animators 
worked night and day for nine months to get the 70,000 hand- 
painted cells of feature-film-quality animation just right, and from 
what I’ve seen, I can tell you that their labors weren’t in vain. 
Exquisite backgrounds, fluid character movement (not to mention 
split-second, barely detectable loading times) come hand-in-hand 

with 30 original 

■ .-- •——v musical tracks by 

composers who 

%* * worked on 

r * Beauty and the 


ments of the 
gruesome saga 
and sets them in 
a futuristic cyber 
space environ¬ 
ment, to consid¬ 
erable effect. But 
for the more 
literal-minded 
gamer, the actual 
case has now 
been given new 
life as a mystery 
game for PC CD 
ROM .Jack the 
Ripper: Solve the 
Mystery, from 
GameTek, pre¬ 
sents the gamer 


Pocahontas and 
an interface 
that’s friendlier 
than Casper. The 
game automati¬ 
cally configures 
itself to the 
computer plat¬ 
form, making it 
conveniently 
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your oppo¬ 
nents, trying 
all the while 
to penetrate 
their zone 
and avoid 
their body- 
slammin’ 
offense. 
Bonus points 
are available 


master 

numerous special moves. HyperBlade also features “Smart Cam” 
technology which means the “camera” can rotate around the 
mayhem and keep the ball more or less in the center of the 

screen/drome.This also allows you to zoom in and out, and to view 

- 

the game from an over-the-shoulder, a first- or a third-person per* 
spective. With tournament, league play or exhibition modes, arid 
featuring network and modem play, HyperBlade incorporates thou¬ 
sands of frames of motion-capture animation, awesome graphics, 
and texture-mapped 3-D environments to put you in the heart of 
the melee, if that’s not enough, you also get the HyperBlade 
Desktop Theme, which lets you customize your Windows 95 desk¬ 
top with art and sound from the game. So start practicing your 
elbow swipes and head-butts, Rollerbail is just around the corner 


For more information, call Intergalactic Development 
Incorporated at (800) 999-91DI 


For more information, call Activision at 310.473-9200 


O ne of the old movies I’ve always thought woujd make a 

cool game is Ro/Zerbo//, the 1974 sci-fi classic starring James 

Haanr and fohn Houseman in which Football meets Roller 

■ 

Derby in a no-holds-barred, regulation-free... well, war, in which its 
ok to flip off your opponent’s helmet and beat him to death. Well, 
Activision has come up with a pretty good cybersport equivalent, 
HyperBlade, a 

high-speed 3-D j ■■■■■. T* " | 

multiplayer sim 

scheduled for : 


Y ou might need to save your allowance for a decade or knock 
over a gas station to afford it, but the VFXI Headgear Virtual 
Reality system from Forte Technologies is probably the state 
of the art in PC-compatible VR systems these days. Lightweight in 

feel and adjustable to fit noggins of 
all dimensions, the VFX I totally 
engages the gamer’s vision, hearing 
I and movement, which means it’s 

Ji L cl f dl 

W§ variety head-mounted display unit, 

interactive VR control. It incorpo- 
rates stereoscopic imaging, stereo 
sound and patented, quick-response 
head tracking in an ergonomically designed unit that’s comfy, user- 
friendly and—that gaming buzzword du jour —immersive. 
Compatible with games like MechWarrior II, Flight Unlimited and Dark 
Forces, Forte’s interface standard can be used with a wide range of 
previously released games. Just plug it into your PC like any regular 
peripheral, then strap it on 

yer head like a crash helmet. ^ 

And about that suggested m 


ApriL I ^Bl 

It’s the 21 st \1 1 / 

Century and . ! • 

HyperBlade is f 

an insanely f __ [ 

fast, highly dan¬ 
gerous “battle 
sport” with 
(and we like ... 
this...) no 
rules. Choose 

one of 12 international teams (or custom-build your own three- 
person squad from a selection of over 30 players) and prepare to 

compete in one 

^ of 12 3-D drome 

mm arenas, each with 

^ ^ ^ its o\vn^ arrnyof ^ 

suit, and prepare 

M -to knock the 

_ Q stuffing out of 


get another job 


For more information, 
call Forte Technologies 
at 716.427-8595 
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Y ou know, when trying to choose worthwhile games for 

inclusion in the news section every month, I have to wade 
eyebrow-deep through a torrent of garbage—unimagina¬ 
tive platformers, tedious Tetris wannabees, dumb Doom clones, 
sims without stim, and limitless numbers of sad and downright 
crappy games. As a result, in my down time, I try to dream up the 
kinds of games I’d really like to see. So, c’mon, you game develop¬ 
ers, if you can’t get started, here’s a few ideas from the dumpster 
I like to call my brain. 

I: Rian Fighters 
(Aitadestyle shooter) 

W e all know that there’s nothing more fulfilling than 
shooting Nazis, but most of the time, say in 
Wolfenstein 3D and Rise of the Triad, they’re the World 
War II, kraut kind, and they’re just old hat, now that we have an 
overdose of the dimwitted, homegrown, all-American variety.This 
game offers swarms of ’em, cornin’ at ya from all sides,You’ll 
encounter all kinds of nasty nazi$:The Ku Klux Klan, the batty, 
bomb-flinging Minutemen of the 1960s, American Nazi Party 
members, or those murderous thugs of the ’80s,The Order. 
Throw in the white-trash Aryan Brotherhood and there should 
be gore aplenty flooding your monitor screen in no time flat. 
You’ll need a bunch o’ guns though, since these idiots spend 
most of their time stockpiling formidable arsenals of weaponry 
with calibers as high as their owners' I.Q.s are low. Start out 
with a crossbow, move on up through handguns and rifles to 
semi-automatic machine-pistols and AK-47s,They’ll come at you 
with grenades and car-bombs, so you’d better practice hard. 
Different Nazis will earn you different scores: lowly, brain-dead 
skinheads are only five points, cel! leaders are ten; national fig¬ 
ures (i.e., anyone with his own compound) will net you a tasty 25 
points, and any Nazis who’ve ever been on Geratdo or Nightline 
earn you 50 big ones, or 100 points if you shoot ’em in the 
Hitler mustache.When a swastika appears on the screen, shoot 
at it to earn more juice for your lifebar. Strap on the serious 
artillery and start blazing away! 

): Nixon 

(Platform/Strategy) 

T hat’s right: Richard Milhous Nixon.You play our most con¬ 
troversial President as he claws, fights, slanders, smears, 
bugs and burgles his way to the summit of world political 
power. Remember; Dirty fighting is the only kind you know. 
Smear your congressional opponents, and hobnob with the 
loathsome Joe McCarthy. Duck accusations of political corrup¬ 
tion by fibbing on TV, and weather Eisenhower’s patronizing 
remarks about you (your “thick skin” power-up will prove invalu¬ 
able here). Finally, return to the White House in 1968, but try to 



curb your paranoia and egomania or your achievements in office 
will turn to ashes in your hands. Bomb Vietnam and peace-loving 
Cambodia back to the Stone Age, open up to those commies in 
China and the Kremlin, tape everyone in the White House, bug 
everyone outside, compile lists of your enemies and start order¬ 
ing burglaries and smear campaigns. Finally, divide the nation you 
said in 1968 you were gonna bring together and, as a bonus, 
force it to the edge of the worst constitutional crisis in its 
history! Rad! Game developers of America! Where is this game? 
C’mon! 

3: Ex-Presidents vs* 
Dead Rock Stars 
(Fighting Game) 

T his Mortal Kombat-styie fighting game should test your 

fighting skills and your ability to perform special moves to 
the limit. On one team, you’ve got former White House 
occupants of every political stripe: Jack Kennedy, with a deadly 
Bay of Pigs special move (easily defeated if you’re smart); Lyndon 
Johnson, slow on his feet, but quick to deliver a carpet-bombing 
campaign that’ll send you back to the Stone Age; Eisenhower, 
who’ll come after you with his number three wood or some¬ 
thing equally terrifying from his pigskin golfbag. Richard Nixon, by 
contrast, will make your rockin’ head swim with his Orwellian 
truth-manipulation techniques, before dealing you a scorchingly 
hostile IRS audit that’ll put you out of the game good and prop¬ 
er. Harry S,Truman will just cuss at you till you explode. Facing 
up to these dastardly characters are the Martyrs of Rock; Can 
Jim Morrison spike Nixon’s drink with LSD and put him out of 
action before the Trickster sidelines him with a jumped-up cor¬ 
ruption of public morals charge? Gape and gasp as Elvis performs 
his multiple cheeseburger special move on fellow Southerner 
Jimmy Carter, leaving the latter caked in katsup, mustard and 
double-fried onions, too nauseated to retaliate. Jan is Joplin’s 
bone-freezing, superhuman wails and grunts drive Gerald R. Ford 
screaming from the arena in agony. John Lennon uses nuclear- 
strength sarcasm to keep his presidential tormentors at bay. 

So which will you be? A booze-marinated, drug-addled O.D. case 
dreaming of a perfect world, or a cynical power-hungry pol With 
the world’s largest nuclear arsenal at his disposal? You decide! 

Alright, Game-design dudes, if I can dream these 
up in my spare time, then what am I paying you 
guys for? Back to the drawing board with you! 

Start earning your money! 
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Although the new characters and combos are totally cool, what really impresses is the way the 3-D 
backgrounds interact with the onscreen action. Fatalities will never be the same again. 







































































































1 -2 Players Fighting Game 
Developed by Rare 

Published by Nintendo 
Jtvailabie Spring 1996 / 





f you thought that the Killer Instinct fever 
which seemed to grip the youth of this 
country was dying out, well, you were never 
so wrong.This spring, at an arcade near you, 
Killer Instinct 2 machines will be popping up, 
ready to take your quarters. With better graph 


possible to interact with the backgrounds which I’m sure 
means that there’ll be some cool stage fatalities. Other 
additions are the abilities to grab while in mid-air and use 
grabs as part of larger com bos. To top it off, a Power-Up Bar 
has been implemented to award aggressive players with 

special moves. 

r 

Several other upgrades have beer made to improve on 
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Several other upgrades have been made to improve on 

ics, new characters and a bunch of other cool the overali quaiity of the game. KI2 will have much more 

Stuffy KI2 Will undoubtedly top its predecessor gaming depth and more intelligent opponents in one-player 

as the new craze in fighting games. competitions. Combos have also been made more difficult to 

.... ■ . « i 



the most seasoned of vets to discover 


way cool! Three new characters have been added to the Technical upgrades can be found in the form of an improved 

i___t V;« \A/.. r\„ .u sound svstem. larger hard drive and imDroved mounting of 
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bunch:Tusk, Maya and Kim Wu. On top of that, seven of the sound system, larger hard drive and improved mounting 

* * * - f . t _ _t -te. ^ , * fka Art\/a It- ehnulHn t mattor veil l whst sal that 


bouncing of 





sfisis: 


even though he isn’t a playable character at first.The three 
newcomers have a plethora of tasty moves and, to keep 
things spiced up, the original characters have been given a 
bunch more new moves for you to master. Also, you’ll find 
powered-up ultra combos and millions (yes, millions) of 
normal combos to work.The developers have also made it 


ii fa 


one, 



mm 
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mav verv well be rioting in the streets. 
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You should all be very exdted about this sweetest oi 

1 

fighting sequels. Just imagine when this baby hits the Ultra 
64; there may very well be rioting in the streets. 






































in the Hunt features some incredibly devious boss monsters. Some of the attack patterns will leave you reeling 
and wondering why, after two months at sea, your only reward is a face full of torpedoes. 
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1 -2 Players Shooting Game 


Published by THQ 
Avai lable Feb 1996 


In the Hunt is as simple as they 
make ’em. Nothing too complex 


D t seems that the 32-bit gaming machines 
have revived the genre known as the shooter. 
In the Hunt was an arcade favorite a while 
back, and now a perfect translation is coming 
to the PlayStation, Back when the Genesis was 
getting its start, it was the recipient of many a 
fine Shooter. Unfortunately, it also hosted a lot 
of clunkers, which caused a disgruntled back- 
lash. AH of a suddeni shooters were a dying 


blown to small little bits, and huge rock creatures who wake 
from arcade obscurity to a starring role in a rediscovered 
gem. 

In the Hunt features 2-player simultaneous action as well 
as the option to go solo and six battle zones of varying 
difficulty to wreak havoc in.You can have different weapon 
combinations, including surface-to-air missiles, depth charges, 
floating mines and supersonic torpedoes which leave a dev- 
astating wake.The game gives you the option of choosing 
from the original arcade tunes that were all the rage back 
then or a new Playstation music track. You can also choose 
between Arcade-play mode and a special PlayStation version. 
You start out fighting it out through snow drifts and icebergs 
and move your way through to Mr. Rock Monster Guy (not 
his real name) and progress through various inventive and 
stimulating levels. 

I hope this trend of resurrecting classic shooters contin¬ 
ues and that some company would do an updated version of 
Scramble, with the original version playable. How cool would 
that be? 


The graphics of In the Hunt don’t look very impressive in 
still shots, but when they’re moving is another story.The 
detail in the game is amazing, but nothing compared to the 
animation of those details.You navigate your submarine 
through enemy territory (I should hope so, since you’re 
blowing everything up!) which has nasties coming from all 
directions, including vehicles and planes above the surface of 

into buildings that can be 


the water. Occasionally you’ll run 
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Jim trudges through an accountant's 
nightmare! This is what life is like, kids 


W ay cooQ! Jim’s finally made it onto a next- 

generation platform! For those of you 
who were cursing yourselves for not 
getting Earthworm Jim 2 on a 16-bit system, have 
no fear: the world’s most violent worm is almost 


ready to take his bow on the Saturn, 

Earthworm Jim 2 is a direct sequel to Shiny s mega-hit, 

■hF * * ^ 

Earthworm Jim. if you’ve played the first game, then you’ll have 

some sort of idea of what to expect; insane,“wacky" humor, 

fiendish puzzles, and a heck of a lot of gameplay for your gaming 

buck.This time around,Jims missions are even weirder.How else 

.. . : , .... , 
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would you explain the Dadaist missions Jim’s sent on? They range 

from having to bounce puppies off of a marshmallow to safety (if 
° r rr * ' 
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rampaging rue caomets. 

The Saturn version of Earthworm Jim 2 features enhanced 
graphics and music, as well as the possibility of secret levels and 
even more cheat codes. Keep in mind, though, that these are only 
vicious rumors, and we can neither confirm or deny them.You’li 
have to see for yourselves when the game is released this Spring. 
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Better than Ridge Racer? Some kind 
of mistake, surely? 


D t was a year ago that I got my first glimpse 
of Ridge Racer for the PlayStation. I hadn’t 
been with the magazine too long at that 
time, so that jaded feeling which eventually 
smites all of us in the video-games business 
had yet to settle in. I was amazed. Namco had 
managed to create the best driving sim ever. 

Looking at first sight like a Ridge Racer rip-off from 
Jaleco, Tokyo Highway Battle is actually a superior racing 
game that has you tear-assing down the highways of 
Godzilla’s favorite stomping ground. As of now, there are 
three cars to choose from and three tracks to race on, 
although this might change. In addition, there are multiple 
play modes, saving capability, and the ability to customize 
your wheels. 

The control is top-notch; as good as that in Ridge Racer. 
The clipping is amazing as are the graphics, which feature 
some nice backgrounds and bunch of different types of cars 
(and trucks) on the road around you. Tokyo Highway Battle 
looks like the next big thing in racing games. 


FEW 




1 -2 Players Driving Game 
Developed by Jaleco 
Published by Jaleco 
Available Spring 1996 














































Although Cosper has a similar visual theme to Zombies Ate My Neighbors, the game itself is a lot more taxing 

on the old brain cells, requiring a fair ampunt of thought. 
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He floats, he flies, he death-defies 
Casper is definitely cool. 


The game’s all about puzzle-solving.There are numerous 
doors, chests, suits of armor, and so on, that need to be 
unlocked or maneuvered in order to trigger the appropriate 
reactions.You travel around the mansion looking for keys, 
food and items to help you with your task.Watch out, 
though, because your three uncles are out to stop you from 
reassembling the machine, because they’re lazy jerks. 

This title is aimed at younger gamers, but will appeal to 
all, thanks to good graphics and general nuttiness.lt moves 
along at a fairly good pace and doesn’t contain any puzzle 
that’s too hard. Casper can do some pretty neat stuff, like 
carry heavy objects, which strikes me as weird, because he’s 
made out of ethereal material. Another unusual aspect of the 
game is the fact that he can turn into smoke to travel 
through heating ducts, but can't enter rooms closed off by 
gates or rickety boards. Oh well. 


I f there’s one thing you can count on from a 
I movie hit, it’s that someone is going to 
I make a video-game out of it. When we talk 
about the Bill Pullman vehicle, Casper, you 
should already know what we’re talking about 
since this title is about a year late k s finally 
here and available on PlayStation, 3DO, and 
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A little slower in pace than Ridge 
Racer, but great fun all the same. 


O ne of the many highlights of my trip to 
EA’s offices in Vancouver was the chance 
HH|H to see this on the big screen with full 
sound. Need For Speed for the PlayStation looks a 
mighty bit better than its 3DO counterpart—great 

news for racing fans everywhere. 

• • ■ • 

The major differences between this version and the 3DO 

one are in the graphics and sound. Both of these facets have 

■ 

been upgraded considerably, making an already great driving 
experience that much better. Also, expect much smoother 
scrolling and better control, making Need For Speed a worthy 
competitor against Ridge Racer and Tokyo Highway Battle. 

The sound, if you’re lucky enough to have a Surround sound 

V * u 4ft 11 v HI U I I * u 

system in your home, will blow you away.You II be able to hear 
cars coming up behind you, stuff bumping and scraping different 
areas of your car, and the different sounds created by your 
wheels on different surfaces. A truly immersive experience. 

Electronic Arts is very proud of this title, as they should be. A 
lot of time and effort went into this title, and it looks as though 
their sweat has paid off. 




1 Player Driving Game 
Developed by Electronic Arts 
Published by Electronic Arts 
Available Spring 1996 
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Frantic fishy fun for our freaky feline 
friend.That’s enough “f”s for now. 


R emember that feisty little furbaD[ Bubsy? 

That mascot wannabe for the Genesis has 
finally found a home on 32-bit.This smart- 
looking platform game for the PlayStation incor¬ 
porates many elements that the much-anticipated 
Ultra Mario will have on the Ultra 64. 

Not having played the game, it’s unclear to me whether or 
not the developers of this game have learned anything from Bug/, 
the first of the 3-D platform games, which had little merit or 
play value. What is clear, by looking at the screen shots, is that 
Bubsy has enough graphic pizzazz and mirth to keep even the 
orneriest of gamers happy. 

Rumor has it that one scene in the game has Bubsy 
captured by Nary K cosmetic scientists, who then test an assort¬ 
ment of new eye-liners on our fuzzy friend. Don’t worry though 
kids, because the boys at Accolade insist that no Bubsies were 
hurt in the making of this game. It’s good to see that some 
companies don’t take part in experimental testing on mascots, 
unlike others in the industry. . 


1 Player Platform/Adventure Game 
Developed by Accolade 
Published by Accolade 

Available Spring 1 99G 
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Breakthru 5 

Bubble Bobble 8 

Bugs Bay Bday 13 

Bugs-Bay Cst! 12 

Burgertime 8 

Calif Games- 5 

Capt America 9 

Capt Planet 9 

Capt Skyhawk, 5 

Carmen Sndgo T:nrra 5 
Casino Kid 12 

CaslEevania 5 

Casilevaria 2 5 

Castlevania 3 6 

Champ Bowling 12 

Chessmaster 25 

Chubby Cherub 7 

Classic Cncnt 16 

Code Nm Viper 5 

Commando 5 

Centra 5 

CryStaliS 6 

Dance Aerobes 5 

Darkwirtg Duck 15 

Days Of Thndr 6 

Deadly Towers 5 

Defender 2 9 

Defender Crown $ 

Demon Sword 5 

Destiny OS Emp 15 

Dick Tracy 5 

Dig Dug Ft 12 

Disney Adv ft 

Dizzy 6 

Donkey Kong 13 

Donkey Kcn§ 3 13 


Gauntlet 2 6 

Genghis Khan 17 

Ghost BsJrs 6 

Ghost Hon 9 

Ghosts 3 G bins 5 

GlJoe 5 

GIJoeAU 9: 

Goal:5 
Godzilla 7 

Gotf 5 

Goff Pebble Bch § 

I Gol$ol3. 5 

GooneesS 5 

. Qpicha 5 

Gradius 5 

Great Waldo Srch 11 

Guardian Lend $ 

Gunsrr.pka 5 

Heavy Shreddin 5 

Hogans Alley 5 

Hollywood Sore 9 

Home Alone t5 

Home Alone 2 9 

Nook 9 

Hoops 5 

Hunt Red Oct 5 

Hydlkte 6 

I Can Remember 18 

Ice Hockey 5 

rkari Warriors 5 

tkari Warriors 2 5 

Immortal 6 

Indy Heat 19 

IndyJnsDoom 5 

Infiltrator 5 

iron Sword 5 

Iron Tank 5 

Jack Nkls Golf 7 

Jackal 5 

Jaws 5 

Jeopardy 9 

Jeopardy 25th 17 

Jeopardy Jr 12 

Joe £ Mac 11 

John £ Oback 4 

Jordan vs Bird 5 

Joust 9 

Jurassic Park 19 

Karate Champ 5 


Karate Kid 5 

Karnov 5 

Kickle Cubicle 12 

Kid Icarus 5 

Kings Of Beach 5 

Kirbys Adv 2$ 

Klax 25 

Knight Rider 5 

Krustys FH 7 

Kung Fu 5 

Kung Fu Heroes 5 

Legacy Of Wiz 5 

Legend Of Kags 5 

Legendary Wngs 5 

Legends Dmnb 5 

Ufo Force 6 

Utl Mermaid 9 

toti Nemo Dream 6 

Lode Runner 5 

Lone Ranger 7 

Lunar Pool 7 

Mach Rider 5 

Magic Johnson 5 

Magmax 5 

Ma^or Lg Bsbl 5 

Maniac Mansion 8 

Marble Matins 5 

Mario Brothers 6 

Maiio Is Missing 25 

Marvels X-Me-n 6 

MC Kids 9 

Mega Man 1 1,6 

Mega Man 2 9 

Mega Mart 3 9 

Mega Man 4 13 

Mega Man 5 25 

Metal Gear 5 

Metroid 6 

Mickey Moudrt 7 

Micro Machines 19 

Millipede 19 

Miipns Sec Ceslie 5 

Mission Imp h 

Monopoly 13 

Monster Pf-rty 7 

Ms Pac-Man 35 

MARC - -5 

NASCAR Ch&ll 17 

NES Open 9 

NFL 5 

Ninja Garden 6 

Ninja Gaiden 2 6 

Ninja Gaidar 3 12 

Nobun Ambtn 9 

North & South 19 

Operation Wolf 5 

Othello 5 

Overlord 7 

Fac-Man 25 

Paperboy 9 

Paperboy 2 18 

Perfect Fil 15 

Peter Pan Pirates 5 

Ptciionary 9 

Pinball 6 

Pijibair Quest 13 

Pinbot 9 

Platoon 6 

Play Act Ftbl 5 

Popeye 7 

POW 5 

Predator 6 

Pro Am Racing 6 

Pro Wrestling 6 

Punch Out 5 

Punisher 5 

Q Ben 9 

Quattro Adv 7 

Quattro Sports 7 
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Rad Racer 
Rad Racer 2 
Rambo 
Rampage 
RBI Basbl 
RBI Basbl 2 
RBF Basbl 3 
Renegade 
Rescue EmbMis 
Rescue Rangers 
Rescue Rangers 2 
Ring King 
RjverCity Ransom 
Road Blasters 
Robin Hood 
Rob* Cop 
Rocket Ranger 
Roger Clemens Bsbl 
Roger Rabbit 
Roller Ball 
Rgmne 3 Kegds 

Rush N Atlack 
Rygar 
Section Z 
Sesame Si 123 
Sesame St ABC 
Sesame Si Gtdn 
Shadowjjate 
Sbingen Ruler 
Shmob 

Shooting Range 
Short Order 
Srde Rocket 
Silent Service 
Silver Surfer 
Simpsons B vs RM 
Simpscns-B vs SM 
Simpscns-B vs WrEd 
Skate Or Die 1 
Skate Or Die 2 
Sky Shark 
Smash TV 
Snake Rattle 
Snakes Revenge 
Snoopy Sports 
Solar Jelrnan 
Solstice 
Space Shuttle 
Spidorman-Sin 6 
Spot The Game 
Spy Hunter 
Spy vs Spy 
Stanley 
Star Trek 
Star Tropics 
Star Voyager 
Slar Wars 
Stealth 
Sireel Fighter 
Stricter 
Supr Contra 
Supr Dodge Bali 
Supr Glove Bari 
Supr Jeopardy 
Supr Mario 
Supr Mario 2 
Supr Mario 3 
Supr Mario.'Ok Hi 
Supr oti Road 
Supr Filial! 

Supr Spk Vlybl 
Supr Sprinl 
Supr Tm Games 
Swords &- Serps 
Tag Tm Wrest 
Tatespin 
Tccmo Baseball 
Tecmo Bowl 
Tecmo Bowl 2 
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13 

22 
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3 

19 

6 
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9 
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5 
9 
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7 
12 
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5 

17 

5 

6 
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6 
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5 
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Tecmo NBA Bsktbi 18 

Tecmo Wrld Wrsl 5 

Tennis 5 

Terminator 13 

Terminator 2 6 

Tetri j 9 

Tetris 2 23 

Three Stooges 7 

Tiger Heli 5 

Time Lord 5 

Tiny Toon t5 

Tiny Tocos 2 22 

TMMT 2 

TMNT 2 6 

TMNT 3 9 

Tom i Jerry 16 

Toabiri i£ 

Top Gun 6 

Top Gun 2 6 

Town 4 Country 5 

Track fe Field 5 

Track fit Field £ 6 

Tfidk Shooting S 

Trojan 5 

Twin C&bra 5 

Twin Eagle 3 

Ultima 1 Exodus 5 

Ultima 2 Qst 17 

Untouchables 4 

Urban Champion 5 

Vegas Dreams 25 

Wayne Grtsky 6 

Wheel Fortune 13 

Whe&i Frtrt Fam 17 

Wheel Frin Jr 13 

Wheel Frtn Vanna 29 

Where's Waldo 8 

Willow 5 

Win Lose Draw 6 

Winter Games 5 

Wizardry 9 

Wizrds 4 Warners 6 

Wizrds 8 WarfsS 11 

Wolverine s 

World Charnp Wr 5 

World Cl Irk 5 

World Cud Soccer 6 

Wrath Bik Mnta 5 

Wrcsllomanfa 5 

WWF Challenge 5 

WWF Steel Cage 9 

Kcnophobo 5 

Kewous 5 

Yoshi 9 

YoshcS Cookie 18 

Zekia 6 

Zewa 2 7 


Nintendo Deck 18 

AdvaniJoyskek 5 

Arfcanoid Control ig 

Carry Casert.g 3 

Carry Case^Sm 1 

Comp Pro 8 

Double Player 2 

Extension Cord 2 

Four Score 5 

Game Genie 9 

Game Holder/Lg 3 

Came HolderfSm 2 

Light Gun 2 

Miso Joypad 3 

Misc Joystick 2 

NES Max Joypad 3 
Power Glove 7 

Power Pad 4 

Satelite 3 

Single Wireless 4 

Supercofitroller 1 

U Force 2 

Ultimate Joystick 7 

Ultimate Wireless 9 
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RUSH - 
DELIVERY! 



is available on all in-stock items, 

612 * 946*8107 

CALL FUNCO TODAY! 


All Games come with a 90 Day Warranty! 

ONE YEAR Warranties are Available 
Current Prices May Vary • Call for Shipping 
Hours: Mon-Fri 9:00am to 7:00pm Central 


612 - 946-8107 


Look for us on the World Wide Web 
http://www.winternet.com/~funco 


These Are Partial Lists 
More Titles Are Available! 
we Also offer: Gameboy, Game 
Gear ; Saturn , PlayStation , 
Sega CD, 3DO, and Sega 32X 

Want Something? Can’t Find It? 
We’ve Got It! 

We sell previously played video games 
and accessories at great prices. 

Call Funco Today! 4^ 

612 ® 946 # 8107 
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Win a $25.00 








1. 
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ACROSS 

2. Japanese NES. 

4, Emperor ofOutworld. 

5, Deceit wanderer. 


DOWN 



1. He has hands and feet but no arms or legs. 
3. Mario Bros. Movie star Bob _ 


Contest Rules: No purchase necessary to enter. Complete the crossword puzzle, cut it out 
then mail, along with your name, address and phone number to: 

April Mail Order Contest, Funco. Inc., 10120 W. 76th Street, Mpls., MN 55344 
All Correct Entries Will Be Entered in a Drawing. 

Entries must be postmarked no later than April 30, 1996 


and 


VG 














































































Yes, exactly what the PlayStation 
needs. More 3-D fighting. 


bunch and appear 

- ........ 


to be 3-D rendered 
in 2-D, similar to Killer Instinct. 

jaleco has previously entered the side-scrolling fighting 

genre with games like Brawl Brothers and Peacekeepers ,Those 

° ° _ 

were fairly decent rip-offs of Final Fight (Peacekeepers was 

actually really good), and Shokendo will hopefully borrow the 

good elements from earlier fighting games and combine them 

with fresh new techniques and play mechanics that will entice 

gamers. More than that, well tell you at review stage. 

We’ll keep you updated on the latest developments on 

this new brawler. 
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The simulation aspect is tempered by 
some pretty fast action. 
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Top Gun: Fire at Will is a mission-based action flight sim, similar to Namco’s Air Combat, but the 

developers promise more fun and less pointless meandering. 
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1 PEayer Flight Simulator Game 
Developed by Spectrum Holobyte 
Published by Spectrum Holobyte 

AvaiOabie Spring 199 


SeJKeS 




grounds and enemy animation,The planes are huge, detailed 
and impressive. 

The ground targets, while very difficult to destroy, are a 
lot more interesting in gameplay terms than the aerial vehi¬ 
cles, requiring more skill, patience and strategy to attack. 

The action-orientation is enhanced by the inclusion of 
“boss” planes at the end of each section.These behave in a 
very aggressive manner, spewing missiles and death in a very 
uncomfortable fashion. 

FMV scenes help generate a movie-like atmosphere, 
helped along by the dulcet tones of James Tolkan, the com¬ 
mander-guy in the original Top Gun movie, as well as a few 
characters who pop in and out of the action (largely to tell 
you how dumb you are). 

.- ■ \ \ •••;’ • ■ : ' : T v ./>' .. -o . : ;‘L’ .. *, 


r ■ n ave a yearning for an action game with 
Huufl a little more spice? Like your shooting 
I LJ mixed in with a touch of strategy? It 
could be that Top Gun: Fire at Witt is the game 
for you. Spectrum Holobyte has been famous 
for producing some of the finest PC flight simu¬ 
lations around, but this marks something of a 
departure for that company. An action shooter 
for the PlayStation, and soon for the Ultra 64. 

Of course, the initial premise of Top Gun may seem more 

than a little familiar. Fans of Namco PlayStation games may 

recognize this as looking more than a tad similar to Air 

- r . , . .. . ..._... ,_,i 


Combat. It also bears a striking resemblance to the less well 

• • 

received Agile Warrior. 

° 4 . r 
The action is very much mission-based. At the start of 


All in all, an exciting and impressive release, and we’re 


looking forward to a finished version 

• ■ \'{ ■■■• • 


■ - f A. 1 ' 

The action is very much mission-based. At the start of 
each level you are given a specific objective, or often, a spe¬ 
cific number of targets to “acquire”. After that, the game 
becomes pretty much a free-for-all in the skies as you tear 
through enemy airspace, making impossible turns and gener¬ 
ally having a lot of fun. Where Top Gun differs from the other 
games mentioned is in its attention to detail in both back- 
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Considered by many to be the best fighting game ever created, Tosh/nden certainly set new standards in 
graphical incredulity. If you thought that looked good, wait until you get a load of Toshinden 21 
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Cool animated intros are ruined by cheesy video at times. For 
example, this chick (above right) looks decidedly drunk. 


the old characters. Try the smoothly rendered intros and 
amusing endings.Try the all-new sampled speech, but most of 
all, try to keep us away from the PlayStation. 

Takara has slaved over this conversion and is pushing the 
PlayStation to new heights {not limits) in terms of graphical 
performance.The backgrounds are all animated, with the fire 
and water levels being easily the most impress! 

-- motifs weve seen in a fighting game. 

The character animation and detail has also 

. 

enhanced, with smoother shading, better texture-mapping 

K and far more detail than the first incarnation, Gaia fans will 
, t be pleased to note that he is pretty handsome under all that 

‘fan- armor, kind of like me, but not as tough. 
in Thankfully for PlayStation-owning pugilists. Playmates (the 

, publisher of Earthworm Jim and Skeleton Warriors ) has had the 

brilliant sense to snap this one up and rush it headlong 
toward American shores. 

•: - . -- ' * '*““*• : ' .- - • 

Bear in mind that Toshinden is the fastest-selling game on 

the PlayStation to date, and you have to wonder why Sony 
didn’t take care of the sequel itself. Crazy man, crazy. 


T oshinden is a rather odd Japanese term 
which loosely translated, means, “Legend 
of the gods of combat”. Toshinden 2 , 
when translated with simitar skill, means 
“Legend of the gods of combat 2”. Now, while 


any prizes for their linguistic skills (you shoi 
heat- Frank speaking French), their grasp of 




carried away with terms such as “incredibly smooth” or “ 
tastic gameplay”, but in order to describe just how excitit 
Toshinden 2 is, we ve had to invent exactly five brand new 
words.These are: Gnnf, Fnnich.Aaark, Hnnf and Begorrah. 
We may have to check with the Irish on that last one, but 

each of those new words means, approximately at least. Oh 

■ 

my gosh, this game is unbelievably good”. 

Why? Try a couple of new characters, playable bosses an< 
a whole new fighting system.Try the new moves for each of 
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JOIK IK 


joik ik 


lt*s been said (and often by this very magazine) that there are far too many side-scrolling beat-’em-ups in the 

mold of Go/den Axe or Final Fight , and yes, this is yet another one. 


JOIK IK 


JOIN IK 
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1-4 Players Action Game 
id by Capcom 

Published by Capcom 
Available Spring 1 996 





f~\ couple of issues back we previewed a 

Capcom game called Warriors Of Fate, a 
J^^^side-scrolling action game based on the 
popular arcade game- Once again, it looks as 
though Capcom has successfully ported one of 
its coin-ops to the Saturn and PlayStation. 
D<SD:Tower Of Doom, which fuses the develop- 




J 
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Move from one area to the next, vanquishing all evil and res¬ 
cuing all those in distress. On your way, pick up many items 
which can help you, from potions and scrolls to throwing 
knives and war hammers. Collect as much gold and silver as 
possible, because you will need it when you visit item shops. 

Up to four people can play simultaneously with a multi¬ 
tap. Each character—dwarf, elf, fighter and cleric—has his 
own abilities, from powerful magic to healing powers. Like 





,—... ----~ ’ tap. tacn cnaraccer—awan, eiT, iignter ana win* 

D&DiTower Of Doom, which fuses the develop- own abilities, from powerful magic to healing powers. Like 

ing skills of Capcom with the fantasy world of Warriors of Fate, the characters in Tower Of Doom also have 

TSR, ooks like a cross between Gauntlet and different fighting styles, with over 24 individual moves, setting 

. 7 v u ' 


. " 


. looks like a cross betwei 









■ 



better than the arcade game, plus all of the game depth 

wei 

which made this coin-op so popular, Tower Of Doom is sure 
to maintain the high level of quality that we’ve come to ^ e ‘ 

expect from Capcom. ' 

The story is a simple one: join a band of adventurers who 
are trying to restore peace to the Republic of Darokin. 


■ 


f. 1 

well as how you perform.This will result in many hours of 


great gameplay. Next issue, we’ll let you kno 
of Doom is really as good as it initially looks. 
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huntin’ awiens. Huh, huh, huh, huh, huh.” Space-varrr 

Alien Virus has to be feit to be believed 


Be vawy, vawy quiet, 1 
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The docking bay is where you’ll 
start your adventure. 


mb da iNf’C'-aai rrfflc. 

I m FftKfrimsC TO CPfCR 

(RSisriitrc to ovykov tv m: 
ha»3® Ear. 


click on certain objects.The commands you use are minimal 
sticking with your basic Open, Close, Use and Take, This 
makes for a very easy interface. 

The overall look of the game is nice.The developers are 
trying for an atmosphere of the creepiest kind. Not only 
that, but each area is highly detailed, allowing the player to 
really scrutinize the surroundings. Other than that, though. 
Alien Virus falls right in with a dozen other adventure titles, 


ood reason 
rning, if icon 
/. then this 


n s answer 
fqMtn4, iffe- 
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has taken place 
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mat as its predecessors, 
th rough^ room after rooi 











































































































































































































































The way a game looks 
is often as important as 
the way it plays. 


As usual, there are a lot of 
PlayStation titles out there and 
they seem to be getting better 
and better.That Saturn software 
is picking up too, but sadly, 
everything else seems to be on 
the decline. Where have all the 
SNES and Genesis games gone? 
There are about fifteen million 
16-bit consoles out there and 
only a couple of new titles avail¬ 
able. Times are changing folks, 
32-bit is firmly establishing itself, 
faster and better than any con¬ 
soles that have gone before. 


Music, sound FX and 
speech all enhance your 
gaming experience, 


Subtle, indefinable and 
all important. Gameplay 
is always king. 


More than the sum of it 
parts, our final rating is 
the one to watch. 


Y ou might remember these guys as 

Psygnosis, the minds behind the popu¬ 
lar Destruction Derby and Wipeout titles. 
Assouft Rigs is the company’s newest opus, 
and it certainly maintains the high stan¬ 
dards its predecessors established. 

Assault Rigs resembles a 3-D version of 
the Atari 2600 classic, Combat. Drive 
around an arena in one of three tanks, 
blowing up stuff and collecting more pow¬ 
erful weapons as you battle the computer 
or a friend.The scrolling in this game is 
top-notch, but the control could have been 
a little better. And the tanks need to be a 
little “heavier”. Another great game for 
the PlayStation. 


nother Shockwave. Some of you are 
^^excited, some of you are indifferent; 
I’m not really sure where I should stand. 
Shockwave 2; Beyond the Jumpgate is the 
newest 3 DO space shooter, and has you 
battling a mess o’ bad guys.This time, to 
supplement the game, the developers have 
decided to steal the plot from Stargate. 

Find an artifact to operate the jumpgate 
for interstellar travel. 

This is a fine game, with much 
improved scrolling and some nifty graphics. 
The increase in battlefield size, the addi¬ 
tion of 45 minutes of full-motion story and 
the ability to customize your ship put 
Shockwave 2 a cut above the competition. 
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The average pnce for a 

new game is around 50 bucks.That’s 

* 

i i i * 

a lot of dough. So our reviewers are 

. ° . - 

very careful to keep that in mind 
when they play. 

We play ’em, where possible, 

* i i " y. : • ■ . " '■ . . " .. V. “• ..." 

all they way to completion, and only 
then do we make our decisions, so 
you can be sure that you’re getting 
an unbiased, accurate rating. Enjoy. 
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S uper Nintendo owners out there should 
recognize this one. Fever Pitch Soccer 
was originally released for the SNES as 
Head-On Soccer and was manufactured by 
U.S. Gold.While it’s not the most stellar 
example of 64-bit technology out there, it 
remains a great soccer game. 

The main reason why Fever-Pitch Soccer 
succeeds is because it distills the essence of 
soccer (breakneck gameplay) and doesn’t 
waste its time on needless “accuracy”. It’s 
simply great fun to play.The graphics are 
serviceable and the sound is average, but 
it’s challenging, uncomplicated, and a great 
way to let off steam. 
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I f you’re looking for a true simulation of 
the bone-crunching wonder that is Mickey 
Thompson’s Off-Road Grand Prix, then keep 
searching. Supercross 3D fails to deliver the 
Moto-X goods. 

Customizable riders are a plus, but 
changing your racer’s name does nothing to 
affect the gameplay.The riders are huge (a 
plus) but the irritating gameplay and 
unimaginative track designs are a big nega¬ 
tive. A practice mode will help you get used 
to not being able to see where the track 
ends and death begins, but it won’t help you 
to actually enjoy playing. Supercross 3D is for 
serious fans of dirt-bike racing only.This 
sport is still waiting to have justice done to it. 
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t too simple and a 
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M any hard-core gamers out there in 
video-game lollipop land had a low 
opinion of Capcom’s arcade fighter X-Alen; 
Children of The Atom, but I’m one reviewer 
who thought it was the bee’s knees.Your 
reaction to the arcade version will deter¬ 
mine how much you like the Saturn adap¬ 
tation because it’s virtually identical to its 
arcade pappy. 

An assortment of X-Men and a handful 
of their enemies are at your beck and call. 
Yes, the action it quite similar to the Street 
Fighter series, but the animation is really 
great, the moves are spectacular, the back¬ 
grounds are interesting, and hey, it’s the X- 
Men. man. 
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rating you see to your right is not a 
misprint and we haven’t taken leave of 
our senses.The hype is real and the horror 
is indescribable: Resident Evil lives up to its 
advance word and emerges as one of the 
most amazing video games that we’ve ever 
come across. 

This small space can’t do the game jus- 
tice. Everything about Resident Evil screams 
“classic”. It’s a challenging, brain-twisting, 


fiendish puzzles, and more atmosphere 
than a dozen planets. People will actually 
stop in their tracks and watch while you 
play this one, because it’s better than most 
flicks. Be afraid, be very afraid. 
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A re you ready to take a trip to hell in 
order to save rock ‘n* roll and all that 
grooves on the planet? Well, jump into the 
skin of Johnny Bazookatone and get your 
butt on down to Hades, because the devii 
has left Georgia and he’s got your guitar. 
The fiend! 

Johnny Bazookatone is a pretty 
average platform/action-game with your 


killer sound. Hell has never looked so 
appealing, actually. 

The gameplay isn’t ait that innova¬ 
tive, but the very fact that you use a guitar 
as a weapon is enough to win me over. 
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O ne of the best games to ever come 
out for the 3 DO, Return Fire was the 
biggest reason, at one point, to purchase 
one of these machines.Time Warner has 
now made it possible for us to play this 
masterpiece on our PlayStation. 

Drive tanks, jeeps and helicopters 
around and blow stuff up in a quest to cap¬ 
ture the enemy’s flag; that’s what this game 
is all about. Return Fire plays like a cross 
between Desert Strike and “capture the 
flag”. If you want, play against a friend for 
maximum carnage. 

Return Fire is a brilliant game with some 
kickin’ sound and tasty graphics. A must for 
you PlayStation library. 
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After blowing up the main objective in 
each level, it’s a race to get your butt out 
of the fire. For some reason, I’m reminded 
of that spooky voice in the Haunted 
Mansion at Disneyland: “Find a way out!” 


Descent has a variety of different weapons 
for you to find, including concussion 
missiles (useful for taking out inscrutable 
enemies), the three-way split laser cannon, 
and laser level power-ups, which increase 
the damage that your laser inflicts on your 
foes. These are but a few of the many 
weapons of destruction at your fingertips. 
Now they may be violent, and they may be 
dangerous in the wrong hands, but surely 
you’re the man with the right hands? Have 
a nice day in the catacombs. 


The PlayStation’s controller is perfectly 
suited to Descent’s multiple controls, just 
be glad you don’t have to play this game 
with a keyboard. 
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As you advance through Descent’s fiendishly 
twisted levels, the bad guys get nastier, the 
mazes become even more convoluted, and 
the tension will have that little vein on 
your temple pumping like a gas jockey. 
Thank your lucky stars that you’ll have 
better firepower backing you up.This goes 
double for two-player mode, where, by 
linking up a couple of PlayStations, you’ll 
find yourself engrossed in one of the most 
awe-inspiring adventures ever played out 

on a TV screen. 
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Y our friends with computers 
are done teasing you.They can 
no longer boast that they can play 
games like Descent on their PCs 
while you’re stuck playing yet 
another fighting game on your 
console system. Descent for the 
PlayStation is here—and it will 
blow your mind. 

Why the hubbub over a new “Doom 
Clone”? Well, because it isn’t a clone. 
Descent is a full 360-degree experi¬ 
ence. Not only can you wander as 
freely through its mazes as you can in 
Doom, you’re also “flying”, so you have 
unlimited movement in a million 
directions (well, “unlimited” as 
defined by the cramped quarters 
you’ll be exploring here). 

In Descent, you must travel from 
outpost to outpost on different plan¬ 
ets, rescuing hostages from an alien 






that tries to stop you.Your craft is ini¬ 
tially armed only with lasers and a few 
missiles, but hidden in the depths of 
each area are guns and new types of 
missiles to aid you. 

In addition to rescuing hostages, 
you must also set chain-reactions in 
motion in order to render the loca¬ 
tions useless to the invaders.This add: 
a new dimension of devilish difficulty 
to the game, as it’s almost impossible 
to find your way out in time. 

This game is simply amazing.Try 
not to drool, kids. 


Sound/FX 


Raring 



























































































































by Wataru Maruyama 


Force. Magic Knight Ray Earth is scheduled to appear sometime 
this summer, while Lunar Remix will be worked on as soon as its 
finished by Game Arts in Japan. 


new SQUAR€ 
HPO s FOR 96 


KONAAAl STUFF 


Konami has recently struck gold with its amazing sports line-up, 
but it’s also sitting on a gold mine of Adventure/RPG-type games. 
You may remember the game Snatcher, which was released a 
while back on the Sega CD (and the Turbo Duo in Japan) and 
now it’s been graphically redone and is available for the 
PlayStation and Saturn in Japan.The “next generation” or semi- 
sequel of Snatcher is Po//cenaugh£s, which has also been released 
for both machines and the 3DO in japan. 

Snatcher was known for its mature content, but what really 
impressed me was the drama and emotion the game made you 

fee! while identifying with 
the characters. Konami 

li did a great translation job 

p "L 1 for the U.S. Sega CD 

I vfcSr —version 


In Japan, Square has revealed its RPG line-up for the rest of 1996 
We already know about Bahamut Lagoon, Gun Hazard, and Mario 
RPG , due for release early this year, but the company also has its 
third- and fourth-quarter games ready.They are Dynamite Tracers, 
Koi (love) wa Balance, Treasure Conflicts and Logical Dreamers. 

Mario RPG is slated for U.S. release, but there’s no telling 

whether the others mentioned will 

more c 


Square should consider releasing 
its games state¬ 
side and cash in 

hungry ® 


What about 

Square development for the Ultra, you 
ask? Well, the company is definitely hard 
at work on a 64-bit RPG, but it won’t be 
Final Fantasy VII. It'll be a ———_ 

new title with new ^ 

characters, but you can 
kind of still consider it Final 
Fantasy, since usually the FF | Tk l 
games are not really con- ^ WsmjM 

I i | - I 

nected in storyline anyway; 

rather they share the same f 

world and Chocobos! ta —__ 


with good voice 
act ' n 2 and l° ts °f hidden 
[1 - messages and scenes. 

i.- Policenaughts continues 

EJa'l ■' that tradition, and the 

^remixed version of 

Snatcher for the PS and 
Saturn should prove to be a worthy addition. 

American gamers would die for these games, and Konami 
would become a leader in 

release the games you want 

to see, write them at: Konami (America) Inc. 900 Deerfield Pkwy, 
Buffalo Grove, 1L 60089-4510. 


WORKING OeSIGNS CR€AT€S 
RPG AAAGIC ON TH€ SATURN 

The great folks at Working Designs have revealed their plan to 

bring quality RPGs to the Sega jrjp--' . -p ,. 

Saturn system. Of course, it’s not wfir jpc,. 
that big a surprise, but boy, are we • / j/r 
happy. WD is currently planning to B 

release Iron Storm, Shining Wisdom, % .f*** 1 

Magic Knight Ray Earth, and Lunar 


The term “Role-playing game” should not apply to just Dragons- 
and-Magic-type games, but to a wide variety of immersive, story- 
rich games like Snatcher, and some variations we haven’t seen yet. 
A good role-playing game is almost as good as a great book and a 
hundred times better than a good movie. 

Diverse games create a diverse market and RPGs are the epi¬ 
center (if not, they should be) of the shifting of video games into 
the the mainstream. Lower prices, more variety and availability 
are just some of benefits of this shift, not to mention attracting 
top talent (I mean artistic, music etc, not Hollywood people, who 
don’t know games). Companies and developers take note. 


The first games are going to be 
Iron Storm (Feb/Mar) and Shining 
Wisdom (April). Although Iron 
Storm is a military simulation, 
RPG fans will have no trouble 
getting into it, especially those 
familiar with games like Shining 
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4 4 4 ow! Capcom has made a 
111 sequel to its first D&D 

adventure and, man, does it 
look good! I’d almost bet my life 
that it plays great, since 
Capcom’s been making this type 
of game for years and is the best 
at it as well. 

Final Fight fans will recog- p- 
nize this as...well, Final Fight l 
with more story, magic and i 
monsters.The game still has j 
the original four adventurers, I 
but has now added a bunch of i 
coo! characters, including a 
thief and magic users. Fans of j 
the first arcade hit may recall k 
Id have four players j. 


/fit, 


m that you cou 

compete at the same time, and 
this sequel is no different. 

The details in the game look 
astounding, with rich color 
and small touches. Every¬ 
thing, from the clothes of the 
characters, the weapons of the 
enemies and the shading of leaves, 
has been given equal attention. 

Magic looks like it’s more useful, 
and attack methods are also more 
numerous for both characters and I 
enemies, 

The first D&D game is avail- 
fjfg able for the PSX I 

and Saturn, so 

WM hopefully we can , i; , ,, 

H count on this 
latest Capcom 
masterpiece to 
appear in time 
1 for Christmas. 


System: Arcade 
Players: 1-4 
CAPCOM 
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Prepare for a 
Capcom revival 




1 J 

m: M'WE] 

mr* 

• t - 1 . fr vw 

j 



















































































Dew/ Summoner is officially on its way to 
U.S. shores! We can look forward to this 




summer.The great thing about this title is l|l 
that the theme isn’t your run-of-the-mill 
Swords-and-Ogres adventure. It involves 
tons and tons of demons, spirits and all¬ 
round evil stuff. 

In Devi/ Summoner, you have the 

unique ability to speak to the H 

Ik monsters before you fight, 

" ft which occasionally allows you 
to talk your way out of bat- 
v ties.This awesome feature 

hasn’t been used in an RPG A 
game since the classic A 

mMH Phantasy Star / on the Sega 

Master system! You can I 
M recruit monsters to join Ift, 
you and combine different m > 
attacks with magic and 
monsters, as well as creating ^ 
I new monsters. You navigate ^ 
W your character in first-person 3-D 
an< ^ battle in the traditional 
monster lineup formation. 

It would be nice if you could see your 
onscreen character during battles and 
whilst walking about. Also, the monsters 
could use more animation, but the detailed 
way they're drawn makes up for this 
shortcoming. 

It looks like the majority of the contro- 
; versial stuff will be retained, as well as the 
dark nature of the story (You can do it, 
Brian!).We’ll keep an eye on this gem and 
update you with the latest developments. 
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Developer: Atl us 

Available: Dec. (Japan)Summer (U.S.) 
System: Saturn 
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I f you were a fan 
of Zeida and 
possess a Sega 

£y' r «i;$i Saturn system, 

ifcr!rejoice! You'll soon 

treatec * to the 

k^|J" world of Shining 

m Wisdom Control 

the main character, 
known as “Mars” 
(whom you can 

rename) and pre¬ 
pare to fight against 
the evil known -is the “four terrors”. 

Ail the characters are cooi-looking, 3-D 
rendered, super-deformed things that animate 
flu idly. There's also lots of neat items, such as a 
shell that will allow you to talk to trees, a 
magic suit that transforms you into a monkey, 
or boots that create earthquakes.There are 

supposedly 25 
j items to be 
found, and 
some of those 
will be hidden 
in secret areas. 

I Combat 
occurs real 
time and you 

[» Smw M have full con- 

trol over the 
’&.JflW || l battles You'll 
t al . have menus to 


guide you 11 & j 

through p 

your equip- I — K 
ment and general ( 
inventory. Another h 
menu is for crests 
that let you - ' 

unleash new magic, ; 
and lastly, there’s 
one for item tools ; I 
such as the mon- I 
key suit. ( 

Shining Wisdom \:.- 
is being translated : 
by the folks at T 
Working Designs 
and was originally 
programmed by Sonic 
team in Japan.The 
game will get the 
deluxe translation, 
complete with graphic 
and musical enhance¬ 
ments, and a full-color, 
foil-stamped cover and 
instruction manuals. 
Look for this puppy _ 
in April. fi 
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Developer Sonic 
Team 

Available. April 
System. Saturn 
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I this game on PlayStation and Saturn. In a nutshell, Ludenne’s /' . 

' Quest is one of the finest, most enjoyable RPGs I’ve ever played, bv \ \ 
Coupled with great sound and graphics, the story is engrossing ^ 
and the action non-stop. xJp 

The story follows a young wizard’s apprentice, Lucienne, as she helps 
Ago find a cure for the hideous affliction of lycanthropy that has infested 
his town. Much like Breath of Fire or Final Fantasy, there are two modes of 
action;World and Battle.The world view is nothing spectacular; just 
another overhead view of terrain and little "bubbly’’ characters.The battle 
scenes, however, take place on a 3-D-modeied landscape where the ter¬ 
rain {like trees and rocks) can be used as weapons or defensive pieces. 

Another great facet of the game is "Spirits'’ Spirits can be found 
throughout Lucienne’s world Each spirit can perform a certain 
action, most of which are offensive attacks, but also included is a 
spirit which heals injury and even a spirit that will lend you &$$$ 

money so you can buy more weapons' Add these to the already r lfigS B* 


!-D action RPG I Playei 
Publisher: Panasonic 
Developer: MicroCabin 





























































System: Saturn 

Available: Now (Japan) 
Developers: Treasure 



T his cooi action RPG is like a combination of side-scrotiing fighter 
with the graphic style of Darkstalkers, a neat story, sprinkled with 
common RPG trappings iike magic, experience level and items. 
You’d normally expect advanced 3-D graphics from a 32-bit machine, 
but I really iike this anime feel. 

You can use the Sega multi-tap and have up to six fighters at once 
or go it alone.The most amazing thing is the gameplay which mimics 
the play mechanics and combos of Street Fighter! The wacky art style is 


p 

This game may sneak over here, but it looks 
grim. Pick up a pad and pen and send some letters! 


patented Treasure and has real personality 





A, 


MUSIC 


f^NZINCS! 


The music CD for Shining Wisdom has been released in 
Japan and so has the Riglord Saga disc- known as tAystaru. 
around these parts. Square sells game music over here 
for titles like Final Fantasy HI, Secret of Mana, and Secret of 
Evermore. Check with your favorite RPG maker and 
inquire about those hot tunes' 


I started in the fanzine field and 1 

quickly made my way inside the 'n J 

industry.There’s a good number f 
of quality fanzines out there 

focusing on different areas and dSV _* 

many more can be found on the |^\ v$- v* 

net. One fanzine RPG that play- ;| 
ers should not overlook is 'va / W*tTWjy i 

Shining Forth by Robert Schmitz. 

It's a great source of RPG info i " A/ 

and reviews which are usually 

entertaining and informative. Send for info: Shining Forth, RO. Box 
98,Yorkvi!le, NY, 13495 


stivyu hn 


I don’t really have any 
information to tell you 
except that it’s available 
for the Super Famicom 
in Japan, but I thought 
the art was really beau¬ 
tiful and you shouldn’t 
be deprived of it. Enjoy! 


Wouldn’t it be cooi if there was an RPG that put you in 
control of... 

A. A S.W.A.T, team 

B. The A-Team 

C. Teamsters 

D. A team of dancing chicks 

E. All of the above 

Answer: All of the above, preferably in the same game, 
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A. s I descended the ramp into the 
AA press room, the irony of the situa- 
m \tion occurred to me.The first NBA 
players I was going to meet were not my 
heroes in Celtic Green, but rather their 
cross-coast rivals, Magic Johnson and 
Kareem Abdul-Jabbar, in purple and gold. 
The people responsible for putting me in 
such a blasphemous position were the P.R. 
people at Crystal Dynamics. I was there to 
see S/am N jam ’96, featuring the two leg¬ 
ends of 
the Game. 

All my 
thoughts 
of team 
treason 
quickly 
dissipated 
when I 
spied the 
free food 
and booze 
that cov¬ 
ered the 
buffet 

table. I maneuvered over to the complimen¬ 
tary foodstuffs and began to mingle with my 
fellow reporters; Dave, Mike and Trent were 
there, along with this other stubby game 
reporter I don't like, for reasons I won’t get 
into. For now, I was happy. I was about to 
meet Earvin Johnson and Kareem Abdul- 
Jabbar—not too shabby. 

The press conference started routinely 


enough, with the presentation of some 
charity checks for the legends' alma maters, 
and a standard Q & A session {with some 
witty questions from yours truly). It was 


during this conference, though, that Magic 

and Kareem 
shocked the world 
by admitting to 
never having played 
video games’ Can 
you imagine? A lady 
in the back of the 
room actually 
fainted at this 
admission. 

After the press 
conference I was 
treated to a once- 
in-a-lifetime chance 
of meeting and 
taking pictures with 


the two stars. Magic was 
super-nice and rapped 
with me for a few min¬ 
utes after we got a snap¬ 
shot together. Kareem, on 
the other hand, wasn’t so 
accessible. His press 
agent threw him a block 
as I zeroed in for a 
picture. She was such a 
jerk—like I was really 
going to buy the story 
she fed me that the rea¬ 
son he couldn’t take a 
photo with me was 
because he had to 
answer a few questions. 
What questions? I was the only one near 
him.What 
about my 
questions? 

Geez, the guy 
gets a co- 
starring role 
in Airplanet 
and all of a 
sudden he’s 
too good for 
me. 

The press 
conference 
over, we 

made our way to our exec seats for the 
Lakers/T-Woives game.At halftime, a couple 

















































































LAKERS COHTINUED 




I know it’s near the beginning of baseball 
season but 1 decided to go with a little golf 
action: Call it an inspiration resulting from 
my newfound love for VR Golf. 

Having said that, it’s not too hard to fig¬ 
ure out which game is better.The fact is 
that Pebble Beach just isn’t anywhere near 


the caliber of VR Golf. For starters, course- 
generation is much quicker in VR Golf The 
lag-time between swings is almost non¬ 
existent, cutting way down on the almost 
omnipresent tedium that pervades golf 
simulators. 

VR Golf is also superior in graphics and 
sound. With the exception of a few PC 
courses, VR Golf has the best course graph¬ 
ics around. Is it possible that the screen 


actually gives the impression of tranquility 
and lushness? And the sound: Oh myt That 
color commentary makes the game so 
much more pleasing. It’s too bad that the 
English guy will probably be replaced in the 
U.S. version. Granted, Pebb/e Beach has a 
whispering strategy guy, but the lack of 
energy doesn’t give the game any life. 

Pebble Beach is once again one-upped 
by VR in playability.The way everything’s 
designed in VR Golf means the player is 
able accomplish much more by doing much 
less. Sure, Both games have the swing 
meter and you can check the grade of the 
green, but VR Golf goes one step (actually a 
couple of steps) further, There is the shot 
arc, the putting arc and the ability to view 
the shot from any angle on the course— 
not bad. 

The only area in which Pebb/e Beach 
tops VR Golf is modes. There are seven 
modes of play in Pebble Beach, from 
Tourney to skins to Match Play.With all 
these modes (and a fair amount of tracked 
stats), Pebble Beach manages to salvage at 
least a little in the comparison. But if 
you’re going to pick up a golf game for the 
Saturn, make sure it’s VR Golf. 




of terror when I 
discovered my 
wallet was lost. 

. - .T V V.l t 

But, luckily, on 
going back to my 
seat, I discovered 
it on the ground 
amidst some 
heavily salted 
peanuts. 

met Magic 
and Kareem 
(well, kin da). I 
watched a Lakers 
game.That was 


u.- 




of kids got to play Slam 
N Jam ’96 at center 
court on the Diamond 
Vision. In the end, the 
Lakers pulled off a last 
second victory over the 
Timberwoi ves. That 
Gugliotta is such a 
cement-head.The night 
was a total success, 
except for the moment 


pretty cool. But, the best 
part of the night came 
when I asked Magic who 
he thought was the great¬ 
est power forward of all 
time and he came back 
with “Kevin McHaie, 
without a doubt.” 
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ART HISTORY 


with the Sensitive Sports Guy 

N orman Todd Tuckwiila here with 
another fascinating look at the 
influence of sports on the artistic 
world.Today we travel to the exciting 
Yucatan Peninsula, where an astonishing 
discovery was made in the mid-1800s by 
English archeologist, Sir Nigel Cummings. 

While excavating an ancient Mayan 
temple, one of Cummings’ assistants 
unearthed a carving of a face in the side 
of a stone wall. After much study, it was 
clear that the area around the wall was 
some sort of early sport-playing surface. 
The significance of the face was unknown: 

Unknown that is, until 1964, when a 
team of archeology students from the 
University of Chicago stumbled upon a 
set of inscriptions in a small antechamber 
off the side of the same temple.The quest 
to uncover the meaning of the face could 
once again begin. 

Upon returning to Chicago, the dig 
students gave a copy of the inscriptions to 
the college’s leading language specialist. He 
began to work on deciphering the Mayan 
code. The mystery of the strange face 
began to unfold. 

After many years of diligent work, the 
professor, a man named Schecky Swanson, 
finally cracked the code, revealing that the 
likeness was that of a popular Mayan 
ballplayer by the name of Tzechequotl 
Rambis.Apparently this Rambis character 
was an untalented player, yet he grew in 
popularity due to his quirky looks and 
boorish play.The Mayans used to put him 
into the game to goon it up and incite 
fights with the opposing team. After years 
as a player, Rambis was given the job as 
assistant coach to the Mayan team, 
despite having a head full of cement and a 
ridiculous pair of glasses. 

Now that’s exciting, don’t you think? 
Once again, I’m Norman Todd Tuckwilla, 
and this is Art History with the Sensitive 
Sports Guy. 



O ne thing that’s always bothered me about sports games is 
the lack of stats we care about; stats that personalize a 
game. EA has done a pretty good job with its hockey 
series and CFU ’96, but never really took it that extra step. 

I'd love it if games would start keeping track of your stats, not 
the team you’re using. I want to see GEOfFs win/loss record. I 
want to know how many touchdown GEOFF has scored in a single 
game, or who has thrown for the most yards. How coo! would it 
be if, after winning the Stanley Cup in a hockey game, it engraved 
your name, the team you used, and you record into the cup.Then, 




whenever you wanted to view who had completed a season and 
won the cup, you could access it and show your friends.This kind 
of stat-keeping is much more important than team stats (although 
those are of a high importance also).They encourage more com¬ 
petition between you and your friends. 

Developers take note: Game stats are very important, but 
serious sports players want to see their accomplishments perma¬ 
nently stored in memory, not those of a player who's been 
designed to perform well. Keep sending me your ideas for games 
you’d like to see. I’ll print some more next issue. 





































bottom OF THE 9TH , MORE BASEBALL FOR THE MIX 

(onami steps up to! 


the plate 


T he PlayStation has been the 

recipient of some of the hottest 
sports games recently, but one 
sport that’s not had justice done to it 
is baseball.Yes, there’s already a base¬ 
ball game available for the PSX, but we 
ail know it blows chunks. 

But now, Konami answers the pleas 
of hardball fanatics and unleashes what 
could be the best baseball game ever. 
The benchmark right now is World 
Series Baseball for the Saturn, but if this 
early version of Bottom of the 9th is 
any indication, WSB will have a run for 
its money. 

The graphics are your standard 
polygon-guy fare, with realistic move¬ 
ments and 3-D stadiums.There may be 
extra texture-mapping added to flesh 
out detail, but that’s currently up in 
the air.The options are where 9th 
really shines, giving you more control 
than any other baseball game to date. 
You have more control before the 
game and during the pitcher/batter 
sequences. 

My favorite option is the training 
camp, where you can hone all the skills 
needed to compete in the majors. Ail 
of the real players are here and the 
announcer is almost as good as the 
one in WSB. 

Look for a review real soon on 
what I hope will be the definitive PSX 
baseball game. 



I f you love baseball games, then you 
know all about Accolade. Hardball is 
one of its staple titles, appearing on 
16-bit and PC.This popular game will 
soon be hitting the PlayStation, so if you 
like Accolade’s stuff, you should be pretty 
happy. 

Hardball 5, for the PlayStation, is a per¬ 
fect translation of the game on PC: Same 
graphics, same high number of statistics, 


same playability. As you can see from 
these pictures, the graphics are good, but 
nothing to write home about.The biggest 
hurdle Hardball 5 faces, though, is the fact 
that it isn’t 3-D. Some of you out there 
may yearn for the simpler-looking base¬ 
ball sim, but those of us a little less nos¬ 
talgic have no time for this ancient look. 

I can’t lie to you though;Accoiade has 
managed to supply me with practically no 
information on the game, so for all I 
know it could be the next greatest game 
on the planet, For some reason, I’m not 
too worried about that happening. 



UNNECESSARY 

ROUGHNESS 

HITS THE PLAYSTATION 


A ccolade brings another one of its 
popular games, Unnecessary 
Roughness, to the PlayStation. As 
with Hardball 5, UR is a perfect transla¬ 
tion of the PC hit. And, as with Hardball 
5, Unnecessary Roughness looks like it’ll 
suffer from the same problems. A non-3- 
D playing surface will surely turn some 
players away from this football game. Stat 
fans will still love it however, as they do 
other Accolade titles, and i myself find a 
certain level of enjoyment when playing 
this game. 

Will this game be a hit on PlayStation? 
Probably not.Will it carve out its own 
niche in that big pigskin pie? Most defi¬ 
nitely. With no Madden in sight and a 
shortage of playable football titles, 
Unnecessary Roughness will fill that void 
left by the EA gurus. Whether or not this 
will be satisfying enough—given how 
early it is—remains to be seen. 
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T he redheaded wonder from 
the U.S. soccer team gets to 
endorse his own game. Sports 
games have always been problematic 
on the PC, and this is no exception. 
You’ll probably have to fiddle with the 
configuration of your PC a couple of 
times before it’s up and running, and 
when you do get it started, you’ll 
wonder how many more times you’ll 
have to mess with your computer to 
get it running better. 

Running in satisfactory state, Red 
Hot Soccer isn’t a bad game and is fairly 
enjoyable.The playability is good and 
the control set-up’s decent, but what 
hurts is the graphics, which seem 
chunky.There aren’t a lot of good 
action-style soccer games for the PC, 
so it might not be a bad idea to check 
this one out. 

A nice bonus is the inclusion of 
Alexi Lalas’s Wonder Land CD which 
is pretty good. It has a lot of tracks 
and is enjoyable, but not quite some¬ 
thing you’d hear on the radio. 


Music CD rating: 7 



FEVERISH 

FUTBALL 

N ow here’s something you don’t 
see every day: a sports game for 
the jaguar. Even more surprising 
is the fact that it’s one of the better ones. 

Fever Pitch Soccer, entitled Head-On 
Soccer on all other platforms, is a great 
soccer game that has you challenging the 
world’s best soccer squads. For those of 
you who aren’t familiar with this title. 
Fever Pitch sacrifices the simulation aspect 
of this most boring of sports and replaces 
it with blistering speed and arcade action. 

What separates this soccer game from 
the rest of the pack is its use of special 
players.There are eight types of “star” 
player available. In Exhibition mode, these 
players are found on all teams, relative to 
how good that team is in real life (Brazil’s 
whole squad is made up of star players, 
while Kuwait’s only has a couple). In 
Tournament mode though, you have to 
earn your stars. Every time you advance, 
you’re allowed to choose from a couple 
of different types, whether it be a 
souped-up goaling, a Barger (who knocks 
people around) or a Striker (who can 
kick so hard that the ball catches fire). 

Fever Pitch is a marvellous soccer game 
that translates well over to the Jaguar. In 
the wasteland that is the Jaguar title pool, 
Fever Pitch stands above the rest. 



PGATOUR: 
SNES STYLE 

I f you’re a golf fan and you own a 
SNES, you probably already know 
that all of the past golf games have 
sucked. For some reason, golf, like cer¬ 
tain other sports titles, has never 
turned out right on the SNES.The 
scrolling has always been choppy and 
the games just looked bad.Well, worry 
no more because TH-Q has come to 
the rescue. 

With the help of the new SAI 
Board,TH-Q has managed to take the 
great EA Sports golf title, PGA Tour '96 
and spruce it up so that it plays as 
well on the SNES as it does on the 
Genesis. What the board does is 
speed up the calculating ability of the 
game so that it will generate the 
course quicker. Smooth gameplay is 
the result; a refreshing change from 
prior Super NES golf games. 

One thing that distinguishes the 
SNES PG.A '96 cart from the Genesis 
one is that the SNES version doesn’t 
have the new swing meter that was 
present in the new version. PGA Tour 
'96 for the SNES looks more like the 
’95 version.This is alright though, 
because SNES owners should be 
happy enough with the vast improve¬ 
ments made in playability. 
































P C owners will be happy to 
know that they’re the first 
recipients of what will be EA’s 
top line-up of 32-bit sports titles, 
soon to grace the PlayStation and 
Saturn systems.The first of these 
was FIFA ’96 and the next one will 
be the update of NBA Live '95, which 
is NBA Live ’96 (duh!). 

NBA Live is still the game to beat 
as far as simulation goes.The realism 
in how a game is played—including 
offensive and defensive strategies, 
play execution and coaching 
options—is top-notch.The music 
and sound effects are also good, but 
play-by-play is noticeably absent. 
Where EA falls short is in the area 
of graphics.The beils-and-whistle 
screens are excellent, as is the 3-D 
court, but what happened to the 
players? The real question is, ‘what 
didn’t happen to the players?’ They 
look the same as NBA Live for the 
Genesis. 

Apart from that one disappoint¬ 
ment, this is still the best game avail¬ 
able, but the competition’s really 
heating up. Games like NBA in the 
Zone have raised the ante, and 
though EA can regroup and develop 
something special for ’97, you can 
bet that everyone else will too. 




HOLE IN 
ONE FOR 
VR SPORTS 


T here’s a lot of golf games out 

there—probably more than there 
should be. On top of that, there 
really isn’t that much of a difference 
between any of them.They all look pretty; 
they all have shot arcs and they all have 
fairly simple interfaces. Needless to say, 
when i popped VR Golf into my PlayStation, 

I wasn’t expecting to be blown out of my 
seat (or even kept awake}. 

Much to my surprise, VR Golf didn’t 
bore me. In fact, VR Golf outright excited 
me. Lo and behold, VR Golf turned out to 
be the best damn golf game I’d ever played! 
The graphics are beautiful, the commen¬ 
tary is crisp and animated (thanks to some 
famous British guy, but that’s not impor¬ 
tant), and the golfer doesn’t have that 
heinous stiff look that the other golf games 
have—you know, where they digitize real 
people and cut out a whole bunch of 
frames of animation. 

I’ll admit it now that, with the excep¬ 
tion of EA’s PGA European Tour for Genesis, 
I’d never sat through 18 holes of computer 
golf. 1 played 18 holes of VR Golf; I played 
36 holes of VR Golf i couldn’t get enough 
of this game. 

Now that I’ve rambled on about how 
much 1 like the game, let me run down the 
cool stuff: Super-easy interface—the 
button is all you ever need to press to 
play; the option to move the camera to any 
position on the course while playing (it 
may not sound so great, but trust me, this 
is the coolest feature in the game); nice 
color commentary by a British guy; mind- 
boggling course generation—so fast it’s 
almost real time. 

Have I said enough? I should hope so. If 
you like golf games, this is a MUST. 


COLLEGE 

SIAM on 

the 16 -bit 

I t’s here. Cof/ege S/am is now available 
on the Super NES and Genesis. I 
won’t go into how flawed or ridicu¬ 
lous this series is. Obviously none of 
you are listening, because you continue 
to go out and buy this drivel. So I might 
as well tell you what you want to hear. 

College Slam resembles NBA Jam in 
almost every respect.The major differ¬ 
ence is that there are no player names, 
since that would be illegal. Instead, you 
can pick which players you want to use 
by position.There are several modes to 
keep you busy, including season, head- 
to-head and tournament,. On top of 
that, there are tons of teams that you 
can choose among, from U. Mass to 
FSU. 

Both versions are equally good 
except in terms of graphics,The SNES 
characters look less rough and have 
nicer colors, but the colors in the 
Genesis version make it easier to see 
what’s going on. Other than that, 
there’s no difference. 

If, for some reason, you can’t live 
without more jam, then by all means, 
go pick this game up. But come on, is 
there any real reason to get this game? 
By the way, cool title screen, huh? 
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Programmable Control Pads For 
1 PlayStation, Saturn, 3 D O, SNE S fif Genesis 

♦ Now program your favorite codes for any Programm 

PlayStation, Saturn, 3DO, SINES or Genesis game | Goes 

onto the supplied Programmable hard. Jjr . 

♦ Program up to 32 special moves onto the supplied ■ ■>' JB 

hard, erase & change the moves at any time! 

♦ The Programmable Hard holds memory without a 
j battery. Customize you own Kards or buy 

preprogrammed Kards with the moves already Program Your \ ff|f 

made for you. Favorite Codes Here . 

♦i Use the Innovation Modem(Coming Soon!) to call our Hot Line and get 

codes for almost any game downloaded directly into your Program Kard | 


| || \ / ♦ Master almost every fighting move. Fatality, Babality, Animality, 

J Fits, Friendship, Combo, and finishing moves for all 15 fighters 

f including Smoke! Activate all the VS. codes at a touch of a button! 

j ♦ 2 Kontrol Pads with 3 different Kards each + 2 Bonus Kards make 8 Kards in all for SINES &r Genesis. 

I ;jf Also 8 Kards available for Sony™ PlayStation Pad. 

> ♦; Buy optional Program Kards for either SNES, Genesis or PlayStation and the Innovation Modem (Coming 
j J; Soon!) & call our tlot Line and get codes for almost any game downloaded directly into your Program 
I 1; Card at a low, low cost! 

j ♦ ■ Version 1 includes 3 Kards with codes for Cyrax, Sektor, Strykfer, KabaI, Kung Lao, Sheeva & Sonya Blade 
\ ♦; Version 2 includes 3 Kards with codes for Sindel, Sub Zero, Liu Kang, Kano, Nightwolf 6f Jax 
|v#| Just plug in the supplied Kards 8? play! 

MH3 Kontrol Pad - Version 1 for SINES or Genesis $49.99 

MBK3 Kontrol Pad - Version 2 for SNES or Genesis $49.99 ♦ Now connect your Saturn, 

Optional Kard Set 1 for SNES or Genesis $39.99 ~ PlayStation, Ultra 64, video 

Optional Kard Set 2 for SNES or Genesis $39.99 CI , cfom 1/rn ,_ 

„r , . . „ inosw«f.<io . game system, VCK s«more 

Bonus Kard Set: includes all VS codes. Smoke Se Shang * i tv **u v*h hm 

Tsung move & morphs for SNES or Genesis $39.99 - ** - ** “ " to I IV with VldeoLinK y 

Solly™ PlayStation MK3 Programmable Pad $49.99 ♦ VideoLink™ actually converts of to 4 stereo AV / 

Optional Program Kard (for all program pads) $19.99 signals into 1 RF signal. 

MK3 8-Kard Set for Sony™ PlayStation $89.99 4 Throw away those tangled cables & RF switches, 

SNES Programmable Control Pad $39.99 one box does it all! 

Saturn Programmable Control Pad $49.99 ♦ Do “ 1 waste mone > °" the expensive PSX. Saturn 

3 DO Programmable Control Pad $49.99 ^ Ultra 64 RF switches* 

VideoLink - for all systems $49.99 ♦ Save time money with VideoLink™! 


VID€OL!NK 


If you can't find Innovation products at your local dealer simply call: 860-395-3090 Or Fax Us At 860-388-0084 

Or mail your order along with a money order for the total amount to: 

Innovation 


SNES™ & Ultra 64 1 


P.O. Box 360 
Old Say brook, CT 06475 

Specify the innovation product you wish to order and for which system. 

Add $10.00 shipping Si handling for the first item plus $5.00 for each additional item. 

m are trademarks of Nintendo Of America. Sega Genesis™ & Saturn™ are trademarks of Sega Enterprises, Ltd. 300™ is a trademark of the 3D0 Company. Sony™ is a trademark of Sony Corporation. PSX™ & 
Playstation are trademarks of Sony Computer Entertainment, Inc.. Mortal Kombat, The Dragon Logo, MO, and character names are trademarks of Midway Manufacturing Company. 

MK3 Kontrol Pad distributed under license by Williams ® Entertainment, !nt. All other product names are registered trademarks or trade names of their respective companies. 


Wiliams F.nlcrfi(irknw:n[ Ihc. 











SCARY FUN!" 
GAME PLAYERS 


• ... _ 

Buried within is a secret to D. Solve the mystery 
and enter the D sweepstakes at participating ret 

http://www.acclaiinnationxom 


s' © 1995 Ka&Ltsfiiki Kaisha Warp Unti&r license to Acclaim EntertairtmenT. Inc. All Rights Reserved Sega and Sep Saturn arc Irade- . 

marks of Sega Enterprises, Lid. AH Rights Reserved. "PlaySlat 101 " and the 4 J ± lego are trademarks ol Sony Computer Entertainment 
. t M Inc. Acclaim is a division of Acclaim Entertainment Inc, © 1996 Acclaim Entertainment. Inc, Ail Rights Reserved. No purchase 
necessary. Void where prohlotted. Sweepstakes ends March 31. 1996. For ollicial rules wile io PO Box 9006 Glen Cove. NY 11542- 
StGA SATURN 9506. Screen shots shown are taken from Hie PlayStation version of the videogame. 
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